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rt One: Tactics 


Valkyrie Trofik: Covenant of the vlume is a turn-hased strategy rok^playinggame for the Nintendo DS handheld gaming system. 
This is the third game in the seriesJollowingValkyrie Vrofile (i999) and Valkyrie Profile ziSiimeria. Covenant of the Plumefeatures 
the Valkyrie lenneth, who struggles to reconcile the will of the gods with that of mortals. 





Battles are played in "rounds/ with the pbyer controlling four 
characters who each get one "turn" per round. The enemies olso each 
get one turn, during the "Enemy Phase." The objective of every round 
is to defeat as many enemies as possible, thus limiting the amount of 
retribution the choracters stand to suffer when the enemies get their 
turn. When a character moves within attacking range of an enemy, 
the player con initiate combat. If other characters ore also in range 
of the same enemy, they can assist. Thus, characters only get one 
chance to move per round, but they can attack multiple times if 
properly positioned. 


The story and gameplay flow are strikingly different than previous series iterotions. Covenant 
focuses on new character Wylfred, a youth whose father Thyodor was killed in battle and 
appointed einherjar by the volkyrie. Seeking vengeance, Wylfred sets out to confront the Battle 
Maiden. Striking a pact with the denizens of Niflheim, Wylfred receives the Destiny Plume. The 
Destiny Plume allows Wylfred to unlock an ally's potential, making that person indestructible and 
all-powerful for one battle. However, the ally permanently dies afterward, and Wylfred's destiny 
is changed. 


With several characters attocking a single foe simultaneously, the Attack 
Gouge fills and a Soul Crush occurs. The Soul Crush is □ limited time 
period in which one character may perform his/her trademark special 
attack. If that character's special attack refills the Attack Gauge, then 
another character can perform his/her own special attack. And so forth, 
until all four characters hove engaged a Soul Crush. 

Battles are won when 
the pre-set objective 
is achieved. The 
four main types of 
objectives are: destroy 
all opposition, defeat 
the enemy leader, 
defeat a character 
or boss, or rescue a 
game-controlled ally 
from being killed. 


The story and progression of battles Follows three main 
"routes," Use of the Destiny Plume determines which route 
the player follows and which battles are fought. When the 
ployer has achieved victory in all battles and confronted the 
final boss, the game is won. The player con then save the 
game and play again with bonuses carried over from the 
first game. Covenant also features o bonus dungeon caffed 
Seraphic Gate, which is unlocked by completing all three 
routes in the main game. 
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CONTROLS 



L Button - Rolate field leftAevicfUS page/ jY]_ 

Previous charotler ^ 


□ 


■ • • 

» * ■ 


Q 



f 


- Control Pad < Mave Charader/Move menu cursor. 





O 


□ 



@ 

© © 


o 

o 


_R Butlon - Rotate field right/Next page/ 

1*-^ Nextcharacler 


(V) Y Button - Next character 
(J) X Sutton - Open menu 

(a) a Button' Confirnr/Select 

(b) 8 Button - Cancel/Back 


Start Button - Skip scene/Skip retaliation 


Select Butlon - Sub-menu/Re-order 




SCENARIO PROGRESSimk 


Covenant of rfre Plume is a game with three sides to the story. The player follows one story (called a route) per game. The route chonges with use of 
the Destiny Plurne. 


CHAVTPKS 


The game is broken up into "chapters'' wherein story sub-plots begin 
and end. At the beginning of each new chapter, the main protagonist 
Wylfred meets new characters that need or want his help. The allies then 
become embroiled in a series of battles that chonge the political and 
e motion a f makeup of the land, for better or worse. Use of the Destiny 
Plume changes the title of the next chapter, and also alters the story. 


‘rEVENTS 

The story progresses in short 
scenes depicting the characters 
conversing with one another. 
While on event transpires, press 
@ to advance or skip dialog, 
or press Start to skip scenes 
altogether. 


ROUTES 



The ployer starts in Route A and remains there from chapter to chapter 
if the Destiny Plume is not used. The exception is Chapter 2, where 
the route is determined by the player's choice of destination at the end 
of Chapter 1. tf the player uses the Pbme once during Chapter 2, the 
game changes to Route B. Two uses of the Destiny Plume in Chapter 2 
change the game to Route C. The player can also chonge the route by 
using the Plume in subsequent chapters. 


aiOUTE VIFFlCULTr 


Changing the route also changes the difficulty of the game. The initial 
route, Route A, is the hardest route to clear. In fact. Route A is too 
challenging to clear in the first game. Route B is less difficult, and Route 
C should be considered "easy." Thus, the player should resolve to using 
the Destiny Plume twice during the first game and completing Route C, 
making Routes A ond B easier to cleor in subsequent plays. Each route 
has o unique ending. Eventually, you must view all three endings to 
unlock Seraphic Gate mode. 

I ROUTE DIFFICULTY COMPARISON 


ROUTEAflATUfttS 

ROUTE S FEATURES 

ROUTE (FEATURES 

More Instances of 2-3 successive 
boltles without being oble to save 
between. 

The Inst two battl es of chapters 
don't allow soving between. 

Con save between every 
' battle. 

More enemies with higher 
(Xirameters. 

A few enemies with high 
; pornmelers, but mostly stondord 
foes. 

Fewer enemies of lesser 
challenge. 

Greater difficulty ond fewer 
opportunities in acquiring plunder 
from defeated foes. 

: Good quantities of plunder with 
mixed chances to acquire from 
enemies. 

Many enemies drop 
plunder with 100% 
prohobility when defeotod. 

Rare nccurrence of hidden items 
per bottle. 

Several occurrences of hidden 
stage items. 

Large quontities of items 
hidden in every stage. 

More bottles with high Sin score 
requirements. 

Severoi bottles with moderate Sin 
score requfmments. 

Fewer bottles with Sin 
score requirements. 

Difficult to earn Rank A 

Spoils of Sin. 

Possible to earn Rank A Spoils of 

Sin through consisterit teamwork. 

Easier to eorn Ronk A 

Spoils of Sin 

Nearly impossible to complete on | 
the first try. | 

Very difficult to complete on the 
first try. 

Greater ease of completing 
the gome on the first try. 


TWO THRtf fOUR 
































































Between events and battb, the player may navigate the party from one location to the next using the World Mop, New locations on the World Mop "v; 
display as the player progresses through chapters. Locations of interest that the player moy visit ore highlighted with white font. Inactive locations 
thot the ployer may not visit ore marked with grayedHout font. To keep the game moving, use the World Map to find a new location to visit. 


Hroetne waiK 



WORLD MAP CONTROLS 

CONTROL 

WORLD MAP FUNOION 

Directional pod 

Move feother cursor 

0 and 0 

Move cursor lo next/prevfous 
avoiloble location. 


Visit locution. 

0 

Increase cursor speed. 

0 

Open Menu, 


%OCATION WINTS 

While viewing and navi go ting the World Map, the upper screen of the 
Nintendo OS system displays a drowing of the entire continent. Pointing 
the cursor at o location displays the destination name and a brief 
description in the upper window. Colored points on the drawn map 
show recent ond active locations. The color of the point indicates what 
the player stands to find when visiting o location: 


P0(HT 

MEANING 


o 

Peoceful town {shop or event available) 


o 

Current town location 

o 

Curreryt location, no further activity 

O 

Main battle location 

o 

Optionol sub-battle locahon 





Upon entering a World Mop location marked by a blue dot, the Town menu is displayed. The 
Town menu allows the player to purchase items ond equipment from the shop, or to visit the local 
tavern and listen to the regional gossip. The appearance of o separate option obove the Town 
menu allows the ployer to engage events or bottles available at the town. 
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SHOP 


Cavern 


While visiting a town the player 
imoy stop by the local merchant to 
purchase important items, such as 
weapons, armor, accoutrements, 
skills, spells, ond provisions. The 
inventory avoilable in the shop 
changes, growing larger and 
including better finds in each 
subsequent chapter. Be sure to 
stop by the shop at the start of 
each new chapter to equip your 
characters properly for the battle 
to come! 




Wliib viewing a shop item, check the 
upper screen to see if the weapon hos on 
effect on your chorocter. Greei numbers 
indicote the weapon provides greater 
benefit than the current equipment. Red 

^ numbers indicate o decrease. 

_ 


Some items to purchase and always have on hand include: 


Warrior's Arconum 


Restores 300 HP. As your thoractets reach higher levels, Apothecary's Arccmums ond Witch's 
Arcanums become preferoble to these. 





The tavern allows the player to learn gossip or lore about events that 
are transpiring. Ailyth trvforms Wyffred if new gossip is available when 
he visits the tavern. New lore becomes available in each chapter, with 
newly ovailable items displayed irr green font. Each article of lore 
contains further background regarding political characters and historical 
happenings that shape current events. 


Tavern 


Warl^et Marteigh 


The southwesterly settlement of Marhet 


Marteigh was net kno^^n as such before 
the Qreat Plagp^ejpf the 7th century 


(continentals o^^dar). As the epidemic 
delivered more to their grave than the 


Viewing certain items marked with a at the beginning causes sub¬ 
battles to appear on the World AAap. Sub-battles are fun, optional 
skirmishes to complete for extra experience and coin. Scoring Sin (S 
not required in a sub-battle. Sub-battles are a great way to ''train" 
characters for the real battles. 



I Tavern 

The Princes Twain 
The Sorcerers^ Scandal 
The Rebellion Undone 
Houses Aligrlfed 
A SaintespIroOur biidst 


Note the upper screen display while visiting o town. Helpful Information is shown, such as 
tfie current chapter, party location ort the World Mop, total 0th (coin), and game time. 







































i-MENU 



[^’-; Menu 



Inventory 

System 

DAt 4 


While visiting o town or novigating the World Mop, press ® to open the Main Menu. The Menu allows 
the player to change the equipment, ottacks, ond skills of characters, as well as save the game and several 
other functions. 


ALLOCATION 




{^1 Attocatlon 


( Arirtamenls j 


Attacks 

Skills 






- ‘ 


Si ^ 


The Allocation 
screen allows 
for the changing 
of a character's 
equipment, attacks, or 
skills. The ployer can 
also view magic spells 
or character profiles. 
Press the Q or 0 
buttons to select the 
character to allocate. 



ARMAMENTS 


The Armaments screen allows 
0 character to equip new arms, 
armor, helmets, greaves, and 
accoutrements. Parameter and 
elemental benefits display in the 
upper screen prior to equipping 
the item; green numbers indicate 
a beneficial rise in the character's 
attacking or defensive power; 
red numbers indicate a decrease, 
making the item less favorable 
than what is currently equipped. 
Press the 0 or 0 buttons to 
change characters while viewing 
the Armaments screen. 



ViHjig Svord 

ATK: 20, 2 4 tt 4 ck£, Attack 

Preferred v«!4P0Jl piTlifti* and plunderart. 
MaJies up in whif il lldit* in beauty. 

;V' Armaments 


^vford 



Each character is capable of performing 1-3 attacks and a speciol 
ottack based on the weapon equipped. The characters attacks each 
have names ond descriptions. Attacks can be reordered to suit your 
preference, os well as for strategic reasons. To chonge attack order, 
move the cursor to the on© you wish to chonge ond press (J) to grab it. 
Then, move the attack to the desired slot and press ® again to confirm 
the switch or change. 

For instance, if an 
attack launches the 
target into the air, 
consider moving it 
to the bottom slot 
to ovoid causing 
other characters' 
attacks to miss. Use 
the descriptions 
to determine how 
to reorder each 
character's attacks. 


^ Attacks 

Normal 

I Overhead Crush 


3 Spine Tingle 
Special 
Sonic &uur3t 




CHANGE THE SPELL CAST DURING ATTACKS 

Sofcerers and sorceresses get only one attock ond one speciol attack. Change the thcracter's 
ottock to 0 different spell during deployrrantln order to acMeve on elementol odvontoge 
over the enemies appearing in tb next bottle. 




SKILLS 


Skills give characters the advontage in battle, because most enemies 
cannot employ them. The characters can learn skills of two types: Tactics 
and Techniques. Teach your characters new skills by purchasing "The 
Way of" or "The Art of" items in the shop, or by obtaining them during 
battles. 


ATTACKS, GUARD FACTOR, ELEMENTS, AND 
SFECIAIATTACKS 

When equipping new arms and armor, pay attention to the large blue numbers next 
to the sword and boots icons. The sward integer represents the number of attacks the 
weapon allows. Weopons with more attacks are Favorable for raising the Attack Gouge 
and activating o Saul Crush. Hawevar, sometimes o weapon hm fewer attacks but greater 
ATK power than your current one. Multiply the number af attacks by the ATK porometer 
to determine which sword is really the better. For instance, a S-attpck sword with ATK 80 
(3x80-240) is better than a 2-attack sword with ATK 95 (2x95=190), even though the 
latter sword appears to give the cbarncter a belter increase. 

"SP" oppearing in the chorocter's "Attack'' tine means thot the weapon allows the tharocler 
to participate during a Soul (rush by executing a special attack. If you decide to equip 
0 weopon without a special ottack, keep in mind that your chances of defeating more 
powerful enemies are lessened. 

The number next to the boot icon is the Guord Factor. This Indicates how many attacks a 
character con guard against should the chance to defend against an attack succeed. Once 
a choracter sustains that many attacks, guard may break with an audible crush, and the 
character con be struck thereafter. 


}J) Inventory 


The Way of Rejuvenation 
Use on this character? 































Tactics 



Tactics are skills that 
can be used in battle 
to give characters the 
advantage. Tactics 
require AP to use. If 
the character does not 
hove enough AP to 
use the desired TacHc^ 
then do not use skills 
or spells For several 
rounds in order to 
regain enough AP. 


Some basic Tactics available in the shop should be learned by every 
character: 


The Way of Dashing (Dash) 


Allows the character to move three oddilional spaces at the end of his/her move, regardless of 
lerroin type. 


The Way of Pacificotion (Pacify) 


"Convinces" the target enemy not to ottack the charoEler during the next Enemy Phase. Use this to 
prevent a weakened chorocter from being killed. 


The Wcty of Consecration (Consecrate) 


Cures Corse, Poison, at Silence status conditians aulomoticully for five rounds. 


ncnmouLS 


Use the Techniques screen in the Skills menu lo equip characters with 
these protective talents. Techniques are skills characters can equip prior 
to battle in order to receive the benefits throughout. Each Technique 
has o CP cost. Therefore, the player's total CP determines how many 
Techniques he/she can equip. For instance, if a character has only 24 
CP, then he or she cannot equip both First Aid (1 5 CP) and Body of 
Steel (10 CP]. However, he or she could equip Body of Steel (10 CP) 
and Grave Blessing (10 CP). 



A character's CP increases by 
one or more randomly determined 
points every time he or she levels 
up. Additional Technique slots 
appear when characters reach 
unknown milestones of CP. CP 
and Technique slots carry over 
from one game into the next, 
giving characters who appeared 
in previous games an advantage. 

The best way to know when the character gains CP or Technique slots is 
to check the Technique screen between each battle. 

Some basic Techniques available in the shop that every character should 
learn include: 



: f Skitts 

'■ ur 

Techni^ue^ 


[ { Fir.^t Aid 

IS > 

2 

3 



rm w fm 



O’LUME SKlllS 



Each time Wylfred uses the Destiny Plume on an ally, he also performs 
a Plume skill. The skill depends on the character sacrificed. For instance, 

Wylfred learns Vdli's Awakening 
by having to use the Plume on 
Ancel in STAGE03. Afterward, 
these skills then appear in 
Wylfred s skill list just like Tactics. 
However, the difference is only 
one Plume skill can be used once 
per battle. Wylfred retains learned 
Plume Skills from game to game. 


mmi SKtu 

DESCRIPTION 

AP 

COST 

ROUNDS 

EFFtaiVI 

SACRIFICE 

Vali'^Awakenma 

Doubles oil irojts and draws eniniy uttucks. 

80 

1 2 

Ancel 

Gbipnir's Bontk 

Paralyzes all non-leoder enemies. 

so 

* 

Cheripha 

Ararbodd'i Allure 

Puisons oil enemies. 

SO 

* 

Reinhilde 

Hoenir's Arc 

Expands ottock range by two panels for 
all crllies. 

80 

3 

Valmur 

Boldr's Pact 

Hegales damage to self and inflicts double 
on enemy. Cannot be compounded. 

BO 

2 

Darius 

Rotatoskr’s 

Scandal 

Damages all but self and leaders by ball of 
their max. HP. Cannot reduce HP below 1. 

100 

— 

Mireille 

Avalancha ofthe 
Jotup 

Freezes all non-leader, non-human 
enemies. 

80 

* 

Mischka 

Veigr'sWarcry 

Adds sudden death effect to all allies' 
attacks. 

80 

3 

Gwendal 

Fofnir's Heart 

Instantly revives any fallen allies. 

Cannot be campounded. 

80 

3 

Phiona 

Hoard of the 
Dverqor 

Yields more fhurple end shining gems for 
allies. 

80 

3 

Earnest 

Biflindi's Shield 

Halves ATK of all enemies. 

80 

3 

Heuqae 

Irtsplrolioti oi the 
Allot 

Eiiminates AP costs far all allies. 

100 

2 

Duwain 

Vidor's Hush 

Silences all enemies. 

30 

» 

lockswell 

Eir s Mercy 

Restores all ollies' HP by of max. HP 
at beginnina of round. 

30 

4 

Rosea 

Kvasir's Mead 

Hegofes all magic damage against allies. 
Connot be cotnDOunded. 

80 

3 

Ltesebtte 

Audvori's Bequest 

Curses all enemies. 

80 

♦ 

Fauxnel 

Hervar's Blessinqs 

Halves all enemies' RDM. 

80 

3 

Natalie 

Hud's Smiting 

Renders all allies' normal attacks critical. 

80 

3 

Ushfo 

Fury of the Aesir 

Negates all physical damage against allies. 
Cannot be compounded. 

80 

3 

Auguste 

'Effect lasts as Iona 

as the Qssocioted status. 





VaH's 






















































The Magic screen allows Jhe player to view a spellcaster's magic spells. 
Refer to this list and then check the shop to see if new spell tomes 
are availoble. 


% 




Contains the character's profile, indicoting some background and 
history. Equipping 
a choracter with a 


! Profile 


Truthade accoutrement 
changes his/her 
profile to a far more 
humorous version. 
Truthades 
are availabb in 
Seraphic Gate. 


Ch?ripT>a. 

Cheriph^ to th« Tife she had led for 

as Icsjig as she could Tsmeiuber, ResoMne to 
see all the world has to offer before 
succambiiig to such a fata, she deserfs the 
assassin^s e^i^d and sets forth for 


mvimoKY 


j 

The Inventory screen allows for the use of items on characters between 

battles. Use skill tomes 
and spell codexes to 
teach new abilities 
to characters, or use 
provisions such as 
Expert's Experience, 
Ambrosia, or Golden 
Eggs to improve 
character parameters. 


^Inventory 

Provist&iis 

mt --—- 

- 'C!TV^ 



TTrt? Way of Rejuvr^riatiOTi 

i| 

Tbe Art of of 

1 ■ 

Tha Art of Enlight^ninent 

1 i 

Frigid Damsel Codex 

^ y, 

■ ® • w 


w IB 



SYSTEM 



System 


Cuxsisr Ortentation 


Ha ip T«xt 

: t^ispUy 




Off On 

DHslayad Instant 


The System screen allows the player to change various game options, 
same as the 
"Configuration" 
option on the start 
screen. Settings 
include cursor 
orientatiorr and 
display of help 
text during battle, 
brightness, sound 
volume, and whether 
character voices play 
during attacks. 




iiormal High 

Music 

Mu la 

J’vfl Normal t-uTl 

Effect 


- . - .imat Full 


■■ t f 

On 



iUtt 


^DATA 



Choose this option to save your progress or load a previously 
saved game. Saving is only available on the World Map and 
between chapters. 


CHARACTERm 



Under many various 
circumstonees, such 
os when viewing the 
shop list or the menu, 
the Character Status 
screen appears in the 
upper screen. Change 
which character to 
display by pressing 
the 0 or [0 buttons. 


Charipha 

HP 

- - 100^ i&a 

E>i:p t 5 4 s r 

7 2 3 

The Ai-l of Fiist Aid 
(Technique Tome) CP wst: 15 
Randomly half of HP lost from enemy 

attack 





The chorocter's name. 

The points of damaga the dioratler can sustain before dying. 



Name 


AP 


The points the character can use to oclivaie Tactics or cost magic spells. Ahwiys 100 maximum for 
every charocfer. 


I Total experience points. The gouge fills to inJicote progress toward the next level. 
Power cf physicol attacks. Increases when better arms ore equipped. 


Power of magic ollocks. Important for sorcerer/sorceress characters. Increases when better staves 
are equipped. 


I The chorocter's chance to hit the target. 

The character's chance to avoid attack by dodging. 


The character's ability to reduce damage from physical attacks, and hisAer chance to block uttocks 
completely. 


The character's abifity to resist magic ottacks, reduce damage sustained from spells, and ovoid 
status conditions. 


Attacks , 


The number next to the sword icon rapreser^ts the number of ntucks allowed by the equipped 
weapon. 

The number next to the boots icon represents tfia number of spaces a character con move each turn. 


AHACK 


Icons on this line indicate any elementol attacks of the character^ orms. Inflicts udditiono! damage 
to susceptible enemies. Also, whether the armament allows for special attacks (SP). 


DEFENSE 


Icons on this line indicate any elemental defenses of the character's armor. Further reduces damage 
from such elemental attacks. 


Iv 


Help Window 


The iorge window displays description text of the item, skill, spell, or other selection from the lower 
screen. 


The character's current experience level. Reaching new levels raisas all parameters. 
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RECRUITMENT 

Following o specific route in the gome determines which characters shall 
permanently join the party as shown below. For instance, the player con 
mix characters by participating in Chapter 2 Route A to recruit Darius 
and Gwendal and then complete Route C to recruit Rosea, Du wain, 
Reinhilde, and Auguste, Keep In mind that Cheripha and/or Lockswell 
must be sacrificed in order to progress in Routes B or C, 


Prologue-Cbapter 1 I 

Cheriplia 

Lockswell 

CtiAPHR 2 ROUTE A 

CHAPTER 2 ROUTE 1 

CHAPTER 2 ROUTE C 

Darius 

Earnest 

Heugae 

Gwendal 

Nalolia 

Mireille 

— 

-— 

; Miscfikti 

CHAPTER 3-6 ROUTE A 

CHAPTER 3-6 ROUTE 1 

CHAPTER 3-6 ROUH C 

Usflio 

Ueselotte 

Rosea 

Fauxnel 

Vnlmur 

Duwain 

— 

Phiona 

Reinhilde 

— 

— 

Auguste 


CLASS 


A characters class determines the kind of weapons and armor he/she can equip. Those factors determine the 
character's movement and attack range, as indicated below. 


SWORDSMAN/ 

SWORDSWOMAN 




LANCER 


[t]4]rcKtefs 


HeugcWj Earnest, Duwpin, Soieibaurg 


Move Range 




Attack Ron^e 

1 

h2 



GIVER OF UFE 





; ARCHER/ 

.1 ARCHERESS 

’W 

Move Range 1 

^ j 

Airuck Range % 

24 

thoracters 

dieripho, Vobnur, Reinhilde 


\ HOUND OF HEL 


1 MoveRfli^ge 1 

1 

Atlork Ronge B 

IT 1 

Charociers 

Ailyth 





‘MONSTER CLASSES 

Many adversaries are humans with class restrictions just like the 
characters. Monsters, however, have their own distinct classes that 
determine how they move and attack. Flying animats have no terrain 
restrictions, and ore capable of possing over most tiles regardless of 
height or distance. 


cuss 

MOVE 

RANGE 

AHACK 

RANGE 

Woli 


1 

Kabold 

4 

1 

Bat 

4 (Flying) 

IT 

Ghoul 

4 (Flying) 

IT 

Aello 

4 (Flying) 

2T 

Fish 

4 (Flying) 

1-2 

Gho^t 

4 (Flying) 

1-2 ! 

Beetle 

4 (Flying) 

1-2 

Mandragoro 

4 

1 

Lizard Man 

5 

1 

Dragon ' 

3 

1-2 


CUSS 

MOVE 

RANGE 

AHACK 

RANGE 

Vampire 

4 (Flying) 

1-2 


S 

1 

Ljving Armor 

Golem 

3 (Flying) 

1-2 

Griffin 

4 (Flying) 

1-2 

Flame 

1 (Flying) 

1-4 

Garm 

1 (Rylng) 

14 

Hamster 

4 

IT 

Gabriel 

Celeste 

3 (Flying) 

1-3 

Ethereal 

Queen 

3 (Flying) 

1-3 










































































































































































There ore many steps to battles, all of whfch occur in o logicol and simple order. 


n^’Evioruim 


0N5CREEN DISTLAY 



With the exception of the first battle, the Deployment screen appears 
prior to every bottle. Choose the top option, '"Deployment," to reorder 
the party or place nevv chorocters in the lineup. The slot assigned 
determines where characters ore positioned on the field ot the start, and 
also what button their attacks are assigned to. The second option allows 
you to open the menu, aside from the save or chonge settings functions. 
"Engage" begins the bottle. 




^Throne Room 


ROUrtD 1 3 


O Stage name 
O Round number 

O Churucfer or enemy peromeler display. 

O Leader indicator Defeating the leader is 
sometimes the objective. 

o Chtirotter nr enemy stotus rarvdition. 

O Sin meter indicating occumufatedAoughl. 

O Red squares indicate uttack range of 
seiected character. 


© tandltion indicator. Appears aver 
characters' and enemies' heads to indicate status 
impairment. Fnvisihle when canditiun is normal. 

® Choracter indkator. The characfer initiating 
the actian Is marked with a sword cursor. 

® Siege benefit. Auras shining from beneoth 
allies means that they can attack with benefits us 
a result of their alignment in a siege farmatian. 

© Actian icon. Indicates the action about to he 


© Blue"!" marks over allies' heads indicate ® reminder Press B to cancel oclian and 

that they can assist in the attack. movement. 


O Targe! indicatar. Use the d-pad to change 
targets when multiple are in range. 


10 













^TWUNVS 



Battles take place fn rounds. A round consists of on Ally Phase and an 
Enemy Phase, Certoin skill and spell effects bst for a specific number of 
rounds, ThaEs why keeping track of rounds is important. 


‘THASE 


During the Ally Phase, the four charocters controlled by the player 
each get a turn to move and take action. When all four characters 
have completed their turns, the 
Enemy Phase begins. During their 
phase, all enemies have a turn 
to move and take action. Thus^ it 
becomes importont to defeat as 
many enemies as possible during 
the Ally Phase to prevent suffering 
casuolties during the Enemy Phase, 


(Enet^ (Pliase 


‘TURNS 

Tr 

During the Ally Phose, each character gets one turn to move and toke 
action. The character must move before attacking, using a skill, casting 
a spell, or executing some other choice. Cancel movement and action 
any time before completing o turn by pressing @, 




SELECT CHARACTER 


The first character in the lineup (the character assigned to ®) is the first 
selected, However, this character does not have to take his/her turn first. 
Strategically, it may be wiser to move archers and/or sorcerers first. 
Select the next avoibble ally by pressing (v)* 


FREE CURSOR 


Press (J) to de-select a chorocter and free the cursor prior to moving. 
Use the d-pod to move the cursor to another chorocter or to on enemy. 
The enemy's parameters display on the upper screen while the cursor 
points to them. Press (J) lo display the enemy's attack range. 








At the beginning of an ally's turn, o movement grid appears overlaid 
on the terrain below them. The grid indicates how many spaces this 
character con move in 
any direction during 
that turn. Move the 
chorocter by pressing 
the d'pad. When 
he or she is in the 
desired position, press 
(J) to complete the 
move and open the 
action menu. You may 
con cel a move by 
pressing 


Terrain affects the ability to move. 
Non-flying characters cannot 
surmount ledges that ore two 
tiles higher than their current, 
Charocters also cannot drop more 
than two tiles during a move. In 
either situation, you must find □ 
slope or stairs somewhere nearby 
in order to change levels. 

Sand, snow, or magma terrain types restrict character movement to half 
of the normal spaces per turn. The best way to avoid terrain restrictions 
is by equipping characters with Safety Boots. Stopping on a poison bog 
tile inflicts poison status on the character, unless he or she is equipped 
with a Poison Check 
or Omnicheck, or if 
a protective skill is 
in effect. Stopping 
on a magma tile 
or magic floor tile 
inflicts damage to the 
character at the end 
of his/her turn. 





TACTION MENU 


After moving a chorocter to the desired position, press ® to open 
the Action menu. Select the icons in the Action menu and press ® to 
execute them. Typical octions available include the following: 

































. ATTACK 


. CHANGE ARMS 



The firsJ ophon on \he Acflon menu 1 $ Attack. When Attack js chosen, the 
character's attack range is displayed around him or her with red tiles. 
Any enemies failing within the character's attack range become marked 
as a target. Multiple targets within range are all marked with targets, 
though only one is selected. 

Use the d-pad to change the 
character's target when multiple 
are selected. Then, press @ to 
initiate Attack. What happens next 
is described in greater detail in its 
own section further back. 


Whenever possible, position your 
characters to attack enemies from 
the side or behind. Either type of 
attack increases the chances that 
the enemy may become confused 
and unable to retaliate. 


If no enemies are in attack ronge, o failure buzzer sounds when 
the attack icon is selected. Choose onother action to complete the 
character's turn. 




HOLD POStTION 


Choose Hold Position when no 
other actions are possible, when 
action is not desired, or when you 
wish to recharge AP. Chorocters 
recharge 20 AP (instead of 10 AP) 
each time they hold their position. 



After choosing to hold position, choose which direction to face. This 
choice can sometimes be a strategic decision. Enemies frequently 
move to a character's side or flank to attock, attempting to surprise and 
confuse your ollies so they cannot retaliate. By facing your chorocters 
o certain way, enemies may not be able to attack from your side or 
bock. However, purposely focing the wrong direction is olso a strategic 
decision. When given a choke, enemies always ottack a charocter 
whose back is turned. If the choracter can withstand the attack, then 
the enemies moy fall into a trap, making them easy to surround and 
overwhelm with a siege formation. But this won't work if one of your 
characters Is bodly wounded. 




USE PROVISIONS 



The provisions 
command enables 
characters to use 
items on themselves or 
targets in range. Item 
uses include healing 
characters, curing 
status conditions, 
boosting elemental 
immunities, reviving 
deod characters, or 
using elemental attack 
items agoinst enemies. 


Enemies sometimes drop great weapons when defeated. Or, another 
weapon in your inventory may be better suited to dealing with the 
enemy at hand. Use the Change Arms command to chonge choracter 
armaments, and mamtain the attack advantage. 



EMPLOY TACTIC J 


Choose this option to activate any 
Tactics the character knows, such 
as Dash, Rejuvenate, Consecrate, 
et cetera. The character must 
have the required AP to activate a 
Tactic. If not, use the Hold Position 
command to regain AP until the 
Toctic can be used. 



ENGAGE WITH TACTICS 

Since rtie closest ertemes cFe usuolly out of range and cannot be attacked in the first tom, 
use your first turn tu odvarKe ond use Ttrcfics to boost characters' skills. This helps your 
ctiaracr65 survive the dfaftfirs! n^tmds. 


Sorcerers ond sorceresses con not only use magic when they attack, 
but they can also cast spells from a distance. Support spells can be 

cast on allies to heal them or 
cure conditions, boost their RDM, 
MAG, or ATK, and revive the 
fallen. Attack spells such as Fire 
Storm or Lightning Bolt con be 
cost on enemies from a distonce, 
regardless of terrain height, 
without fear of retaliation. 




UNLOCK ALLY POTENTIAL 


The Destiny Plume icon appears only in Wylfred's Action menu. 

This action allows Wylfred to use the Plume to sacrifice on oily, also 
increasing that person's parameters ten-fold, making him/her super^ 
powerful for the remainder of the battle. Characters are also restored to 
full health when their potential is unlocked. Allies receiving this benefit 
die in o special event followir^g the battle, and con not be revived for the 
remainder of the current game. The Destiny Plume can or>[y be used on 
allies who have joined the party, not on guests. 














The Destmy Plume can be used once per baffle. Use of \Ue Plume also 
friggers o special event wherein Frey a discusses the situation with her 
fellow gods, making it clear thof she will intervene if the Plume is used 
too often. Using the Destiny Plume t 
chapter causes Frey a to appear 
and engage Wyffred in battle. 

Freya is undefeatable, meaning 
that she kills Wylfred and the 
game ends immediately. In spite of 
the outcome, this is a fourth ending 
to the game that the curious can 
view at any time. 


many times within the same 


1). ptEffd ^ it ewM, 

A strange aura emanating fnam Hiigard— 
somefliing unf aifiiliai, soiiiietljing dark. 



mvvmmus 

By stopping on certain tiles, 
characters can Find hidden 
items. These item locations ore 
marked on the mops in Chapter 
Three: Walkthrough and 
Chapter Four: Seraphic 
Gate. Equipping a Treasure 
Hunter accoutrement causes the 
hidden item to gleam on the mop, 
revealing Sts location. 




TURN MENU 

\ 

During an Ally Phase, press 
@ to free the cursor and press 
(J) to open the Turn menu. The 
simple options on the Turn menu 
enable you to end the Ally Phase 
immedfotely, "quicksave" your 
game, or change system options. 

Ending your turn immediately is 
handy if you do not wish your 
characters to move or attack. Characters who hove not used skills or 
spells during the Ally Phase regain 20 AP each time you skip a turn. 

The quicksave feature allows you to create a temporary save during 
a battle. The Nintendo DS shuts down immediately. When rebooted, 
choose the Load Game option to load the qurcksove and resume the 
battle. This is a handy feature when traveling with your handheld console. 


Sysiem 



After moving a character within range of on enemy and selecting the 
Attack command, the scene shifts to the attack screen. The attacking 
characters and the enemy appear 
in the lower screen. The upper 
screen shows the allies available 
to assist, their HP remaining, their 
button assignments, and their 
attacks remaining. During an 
attack, press the (J), and 

® to make all available allies 
attack the target. 



OiTTACK 5CREEN DI5PLAT 



O AttQcklFig/assisling chamcler. 

O Choracter HP. 
o Character attacks remainiag. 

O Character huttcn assignment. 

O Damage inflicted. Green numbers emanating 
from 0 target indicate healing. 

O Successive hits dealt to the target. 

O Attack Gauge, When filled, a SeuI Crush is 
enabled. 

O Attock Gauge percentoge. The number 
equivalent of the curved meter. 

O Enemy HP. Empties after each successful 
attack. Indicates haw many more attacks may be 
retfuired to lull enemy. Switches to the Sin Gouge 
when HP is fully depleted. 


SllQl FOKMATIONS 

_ 

Positioning two or more characters in the spaces on either side of an 
enemy and attacking enables a siege formation. A siege is indicated on 
the field by a glowing aura enveloping characters standing in formation. 
Characters standing in spaces diagonal to the formaticsn can assist in 
the attack, but ore not part of the siege. Placing additional characters in 
line makes them part of the siege. 



ffARGE^ 































For mstance, \\*$ possible to place Wylfred and Heugoe fn front of 
an enemy and Cheripha and Lockswell behind, and they will all be 
part of the siege because they fall within the formation. While plocing 
characters on all four sides of the 
enemy would form o better siege, 
sometimes terroin or obstacles 
get in the way of formations. 

Whatever formation is used, try to 
position oil charocters within the 
siege so they receive the benefits. 




Sieges enable benefits such as increased damage, greater chance of 
gaining multiple extro attacks, and Increased Attack Gauge points per 
hit. More points going to the Attack Gauge per hit improves the chances 
to enable a Soul Crush and use the characters' special attacks to finish 
off the enemy. But only the characters standing in the formation receive 
the benefits; other nearby characters can assist, but their oHacks do not 
receive the benefits of the siege. 

Siege formations also increase the chances of receiving plunder from the 
enemy, when available. The chance to receive plunder increases based 
on the number of characters stonding in the formotron. So even in Raid 
formations where two characters initiate the siege, additional characters 

properly aligned help increase the 
chances of making the defeated 
enemy drop an item. Characters 
ossisting from diogonal spaces 
do not raise the chance to receive 
plunder. 


AXIS RAID 


ADVANTAG ES 

Attack Gouge -r20^ 

Position a flies in front of the 
enemy as well as behind. 

Each character 
behind the enemy 
increases the 
chances of fozing the 
foe, temporariiy negating 
their ability to retoliote and 
giving ^ubseguent ottocking 
characters o chance for exira ottocks 



TRINITY FORK 


Advantagies 
Attack Cange 


Attacks keplenifih 
Increased PLooder 


The importance of siege formations in winning the gome cannot be 
emphasized enough. Especially when attempting to defeat boss enemies 
with extremely high RDM, RST and HP, forming o siege around the foe 
is essential. Otherwise, the party cannot as easily deplete the enemy's 
HP, and the foe moy get an opportunity to retaliate, heal, and kill allies. 
Siege formations ore also the key to scoring high amounts of Sin during 
on overkill. 


FLANK RAID 


ADVANTAG ES 

Aftad Gouge+1 OS 

Position allies on either 
side of an enemy and 
ottock. While not as 
effective os other 
siege formations, this 
formation still increases 
the lilcelihood of o SouJ Crush. 


INCREASED PLUNDER 



CHARAaERS 

ASSISTING 

PLUNDER CHANCE INCREASE 

2 I 

+10% 

3 

+20% 

4 

t30!i 
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^IIW SKILL 
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Body of Steel 
First Aid 
Redui^ M4fic 


^ATTACK GAUGi 


With each sfnke upon the enemy, the Attack Gauge in the lower left 
corner of the screen fills. When characters stop ottaclcing, the Attack 
Gauge depletes. Therefore, it is 
important to time your attacks so 
that the Attack Gauge fills to 100, 
enabling a Soul Crush, If attacks 
miss or the enemy dodges them, 
it throws off the rise of the Attack 
Gouge. 


Keep on eye on the Attack Gauge and stop attacking when it reaches 
100, The Soul Crush activates after a slight delay, but only when you 
are not attacking. Leftover attacks may be needed to raise the Attack 
Gauge to 100 ago in I 

During □ Soul Crush, the Attack Gauge resets to a lower amount. If 
the special attack employed has an Attack Gauge Boost that refills the 
Attack Gouge, then another Soul Crush is immediately enabled. If not, 
then resume attacking the monster normally to try to raise the Attack 
Gauge to 100 again. 



SOUL CRUSH 


When the Attack Gauge fills, reaching 100 points, break off attacking 
to allow for □ Soul Crush, During a Soul Crush, you con execute the 
special attock of any character equipped with an appropriate weapon. 

The faces and button assignments 
of oil eligible characters appear 
onscreen. Press the assigned 
button to let o character perform 
his/her special attack. The Soul 
Crush can be enabled up to four 
times per ottack, allowing each 
character to perform a special 
attack once. 

The Soul Crush is a limited-time 
opportunity, as indicated by the 
green timing gauge at the bottom. 

Failure to press an ottack button 
before time runs out results in 
missing the Soul Crush, 



Press any direction on the + Control Pad to cancel the Soul Crush. Why 
on earth would anyone pass on this opportunity? Well, if the enemy is 
dead already, the overkill gouge is full, and 100 Sin has been wrought, 
then there is no point in executing a special attack. 


At the start of battle, any character benefiting from a Tactic or Technique 
glows momentarily, and a parameter up or down indicator shows. Prior 

to pressing (V)^ (x) 
or press 0 
or to review the 
Techniques ot play 
in the battle. The 
applicable Techniques 
of oil characters 
appear in the list. 


^Azim 
1 
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Attacking from behind or the side 
moy faze the target, preventing 
it from retaliating offer on attack. 
This temporary condition is 
indicated by stars swirling above 
the target's head. Fazing only lasts 
a few seconds. 


Attacks mode ogainst a fazed forget have a chance to grant the attacker 
on extra attack. Since fazing has a limited period of effect, it can be a 
good strategy to faze the enemy towards the beginning of battle using 
a character with multiple melee attacks directly behind the target. Save 
that character's other attacks for late in the battle after all the assisting 
characters have exhausted their attacks, tf the enemy looks as if he will 
live through this battle, use your rear character's lost attock to faze it 
once more, preventing retaliation. 


ATTACK CRYSTALS 

Attocking fazed enemies 
sometimes earns Attack Crystals. 

When these crystals pop out of 
an enemy, the attacking character 
gains additional attacks. 


^ - ^2' 

-^ 


During a normal attack, red Attock Crystals may pop out. Each red 
crystal replenishes one attack. The chances of earning multiple red 
crystals per attack are os follows: 


CHANCE TO EARN RED 

ATTACK CRYSTALS 

NO. 

CHANCE 

1 

h00% 

2 

50% 

3 

m 

4 

m 






During a Trinity Fork 
or Grond Cross siege, 
attacking o confused 
character yields 
gold Attack Crystals. 
Each gold crystal 
earned replenishes 
2 of the striking 
character's attacks. 
Gold Attack Crystals 
cannot be obtained 
in multiples, since 
their appearance is 
somewhat guaranteed 
by the siege 
formaticsn. 



Over^iif! 
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‘Tactics 

























‘MAQIC CKYSTAIS 

~\ s 


SKp ZETALlATIon 


Certain attocks bunch on enemy in the air Striking an airborne enemy 
eorns a Mogic Crystal, The trick is to watch the flying enemy carefully 
and time your attack so that it strikes just before the target hits the 
ground. Each Magic Crystal adds an additional 5% EXP when the 
enemy is defeated, regardless of the number of attacks initiated. The 
gome tallies the crystals on the Enemy Downed screen, adding a large 
crystal for every 10 crystals. 


CHtRlPHA'S COORDINAim CRYSTAL COUTCTINC 

To score tons of Mogic Crystols, time your attacks so tfiat a swordsmon or warrior knocks o 
foe into the orr, then octivate Cheripbo's Fosiltade otfock, Moity of the orrows in het steody 
stream miss, but enough should bit the foe while ifs airborne to earn 0’ crystofs! 



Tnemy 
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^NEMT RETALIATION 

If a character moves within an enemy's attack range, o red excbmation 


point appears over the foe's heod 
attocks the enemy, the enemy hos 
a chance to attack back. This is 
why the best strotegy Is to move 
several characters in range of the 
enemy and attack as a group. 
Doing so improves the chances 
of eliminating the enemy without 
retaliation. 


is icon means that if the character 



Another way to ovoid retaliation is to attack from outside the enemy's 
range. For irstonce, if on enemy has an attack range of 1 tile, then o 
lancer, archer, or sorcerer can attack the enemy from outside the villain's 
range without fear of retribution. Or, if an enemy is on archer who con 
only attack targets at long range, then a melee attacker can move within 
one space and attack without retaliation. 



When an enemy attacks during 
the Enemy Phase, a character who 
survives gets o chance to retaliate. 
However, retoliation may not be 
desired. In such cases, press Start 
to skip retaliating. 


Why would you want to ovoid retaliating against on enemy that has just 
wounded your character? Because a [one character killing an enemy 
is sure to result in scoring very little Sin. In battles where Sin is sought, 
defeating a weak enemy during the Ally Phase with the assistance of 
alt characters is preferable, since scoring the maximum Sin is easier. 
Another reason to avoid retaliating 1$ If the target is the last enemy and 
you wish to prolong the battle until a hidden item can be acquired. 



^NEMY VOWNEV 


Killing an enemy during an attack causes the Enemy Downed screen 
to appear. This screen lists the experience points and Oth gained from 
defeating the enemy. Any Magic Crystals knocked out of the enemy ore 
tallied, and o bonus 
is added to the base 
experience to arrive 
at the total. If the 
EXP gained causes 
characters to level 
up, Q notification 
animation plays when 
the scene shifts bock 
to the field. 


inertly ‘Dawnecf 

r5»®a«IXP 1800 

Crystal ^ t 

•'* I'gQO 


1000 dm 


Certain enemies moy drop items when defeoted. If so, the Plunder 
screen is displayed afterward. The chances of obtaining plunder 
increase with the use of siege formations. 


!Enemy ‘Downed 


Tfunder 


The Art of First Aid 
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Under his agreement wiJh HeL Wylfred is a servant of Niflheim. 


During certain battles^ Mistress 
He I demands that Wylfred score 
□ certain amount of Sin. Sin is 
scored by continuing to strike an 
enemy after its HP is depleted. 
While this happens, the green 
Enemy HP gouge is replaced by 
the purple Sin gauge. 



The entire Sin gauge represents 100 Sin points^ the maximum amount 
the player can score from any single enemy. Filling the Sin gauge 

requires the characters to inflict as 
much damage as the enemy's HP 
over again. Thus^ if an enemy hos 
9000 HP, you must inflict 9000 
damage to kill it, and than overkill 
by on other 9000 HP to score 100 
Sin, 


The easiest v^ay to score maximum Sin on every foe is by reducing an 
enemy's HP to almost nothing in previous attacks. Then attack agoin, 
with the assistance of all characters. 



sm SOUGHT 

The minimum Sin requirement is 
known os the "Sin sought.'' The 
party must score this amount to 
please Mistress Hel. Otherwise, 
she sends ghostly ossossins after 
you in the next battle. However, 
scoring high amounts of Sin is also 
0 way to receive valuable, rare, 
and useful items and ormoments. 
The Sin sought is displayed 
throughout the battle os port of the 
Sin counter in the upper screen. 


Xfigage 

■”r % 

Objective - 

' - . N4t*Ui. 

( * ■ ■— 


Look for Sin sought nolificnlions at the 
start of hottio to know whether scoring Sin \ 
required. j j 



Using the Destiny Plume 
automatically provides the Sin 
sought. And because your super- 
powered ally kills most enemies 
with a single attack, scoring 
additional Sin and receiving 
valuable spoils is easy! 


^ SPOILS OF SIN 


For each battle where Sin is sought, the player con obtain three tiers of 
prizes. Scoring the Sin sought or better lets the player receive the Rank C 


prizes. Scoring 150% or better the 
amount of Sin sought bumps the 
player up to Rank B, and additional 
spoils are gained. Scoring 200% 
Sin sought or better achieves 
Rank A, and the ployer obtains 
the best items, including fontostic 
armoments that cannot be bought 
or plundered from enemiesl 



E«wird 1 

OUniui^ BoTf 

1 i 

The Art of Training 

I 1 

Sht'ChIt Sin 

1 i 

E^tr«VM^ Annfuards 

1 j 

The Art of Cenmler Attack 

2 

' The Art of l>iininLfh l^issile 

2 1 

' ETfin Taffeta 

1 

The Way of Sttikinf 

1 

.__^_ LJ 


aiEAlMSTAlKEKS 



Failure to score the Sin sought results in displeasing Mistress HeL In 
anger, she replaces enemies in the next battle with Realm stalkers. These 
ghostly doppeigangers take the form of player characters, copying their 
movement, attacks, and special attacks. Except unlike the characters, 
Realmstolkers are usually at levels higher than one con normally ochieve 
in the game, between 22-50. The presence of a Realmstalker makes the 
battle extremely difficult. The only woy to defeat a Realmstalker is to use 
the Destiny Plume to make an ally equally as powerful. Realmstalkers 
drop special keepsake items that you can collect. 


Evernight 

ROUWD 



.ELEMENTS^ 


There are six classes of attock magic: fire, ice, earth, lightning, holy, 
and dark. In addition to magic spells, several arms also bear elemental 
properties, scoring additional damage against susceptible foes. Enemies 
that can defend against one type of element ore typically weak against 
the opposite. For instance, targets that defend against ice are typically 
weak against fire; those that defend against earth are weak against 
lightning; monsters that can reduce 
dark damage suffer greatly from 
holy-based spells. However, this 
is not always true, especially with 
regards to unique "boss" enemies. 

Check the "Enemy Data" section In 
Chapter Five: Database, to be sure 
that elemental affinities apply. 


ELEMENTAL OPPOSITES 

<;^Rre 


^Eorfh 

Lightning 


^Dark 































STATUS CONDITIONS 


Severol enemies are capable of inflicfing status conditions on choracters rhot impair their combat abilities. 
Magic spells are all capable of inflicting o status as well, Each condition has a cure, as detailed below. 


H STATUS CONDITIONS AND CURES 



INDICATOR 

NAME 

EFFta 

DURATION 

CURE 


Curse 

Unable to lake ocHon 

1 3 rounds 

Hormolrze spell, Holy Water, Elixir items" 

o 

Freeze 

Unable to move or take action 

5 rounds 

Normalize spell, Thow Water, Elixir items* 

m 

Paralysis 

UnabEe te move or lake adion 

3 rounds 

Normoli^e spell, Pearl Grass, Elixir items’" 

e 

PelTity 

Unable to move or toko otlion 

Until er^d of bollb 

NormoHzespett, CoikotTite Egg, flixit items' 

Q 

Poison 

HP 10% every round, down to 1 HP 

Until end of bottle 

Normalize spell, Honeysuckle Dew. Elixir items* 

3 

Silence 

Ule 1o use Toctits or magic 

5 rounds 

flarmalize spell, Brogi's Song, Elixir items" 

O 

Stun j 

Unable 1o move or toke adion 

3 rounds 

Normolize spell, flixir items' 

Death 

Death 

Removed from field 

Until end of battle 

Union Plume, Invoke Feather spell 

Charader Kneelirig, HP< 10% 

Wounded 

Attracts enemy attacks | 

Until healed | 

Arcaaum item, Heal Sj^ell, Level up 

^Includes Elixir, Prime Elixir, and Noble Elixir 


/ 


Bonus elements 'Revealed! 


The following infor^ttation is secret! Avoid reading this matei'ial until you have completed the 
game at least once! 

Clear Game Save: Players who complete the gitme one time can carry over skills^ magic^ and 
items into their next game. After the credits roll, create a save file* Load this save to start a new 
game- Wyifred and all the characters start the new game at Lvl, just like before. However, in 
your first turn, you can change arm.s to equip Wylfred with your best weapon from the previous 
game* 1 he only exception is the Angel Slayer sword, which does not carry over. Having better 
equipment makes the game much easier and faster to play Thus, completing Route A and Route 
B becomes not only possible, hut simple! 
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NO DATA 


Seraphic Gate: Clear the game three times and view all three main endings (requires defeating 
Ciarm, 1 hyodor, and Valkyrie on separate plays). Regardless of whether the same save file is used 
to vie^v all three, the system unlocks Seraphic Gate mode* Seraphic Gate can be started from the 

Main Menu. Seraphic Gate is a challenge 


I iCiabrie] Celeste 

g 1 am the great Cahjriel Celeste, and you 
' will forever rue the day you set foot in 
* my domain! 


Load Q tiecir game ^ava emd play again using your skills, 
E foogit and aquipmeit frum tho previous gome! Valkyrie 
E profile just became eosyl 


. 







Soraphic Gate is o bonus garre feoluriog 19 diolleaga stages 
that the player can dear repeatedly. Tke events and diolag 
parody the main game in extremely humorous ways! 


stage mode consisting of ten battle stages 
and nine sub-stages in betsveen, for a total of 19 stages* The enemies encountered in each 
stage are randomly determined based on the levels of your characters* Scraf>bic Gate is a 
game unto itself with no items or skills transferring over from the main game. Ail characters 
start at Level i with basic equipmenr and any skills or spells they possess. Everything else 
must be plundered from enemies or purchased in the shop* 

Obtain the Angel Slayer^^*; The player can obtain a much n^ore powerful version of the 
Angel Slayer on a permanent basis* Clear Seraphic Gate ten times to obtain the Angel 
Slayer''^. This blade makes the character holding it able to slay the most dangerou.s monsters 
easily wTen equipped with this weapon, which has the following parameters: ATK 7800, 
MAG 1 50, HIT 50, 3 attacks, special attack* The Angel Slayer^ ^ can be equipped by any 
swordsman/swordswoman, w^arrior, rogue, lancer, samurai, or pugilist character* 































^?arf 



Th is chapter conta ins informatiot; regarding all of the playable characters in Valkyrie Profile: Covenant of the Plumef mcludtng 
^ information on recruitment, attacks, and special attacks. Character profiles include the default profile, as well as the profile 

shown when wearing the Truthade accoutrement acquired in Seraphic Gate. 

Some charactersjoin the parry as guests before permanentlyjoining. The stage listed is the earliest that the character appears as 
a guest. The character joins the party after the stage listed. Stages are abbreviated as Soi, Soz, et cetera, meaning STAG Eoi and STAGloz, 
respectively. Stages listed such as SGoi -oi occur in Seraphic Gate mode. 


OVriFRED 


Class: Sworikman 


Gender; MdIs 


Homeland: Crell Monhraigne 


Cast into poveily by bis fattief"s staying in batll*, Wylftad's family was soon after struck by tragedy yet again, losing his yaonger sister, 
Elsie, to huirgor. Left witfi only tine ttestiny Plume that lay ot hb fotber^s final place of rest, Wyffred vows re^ge upon the vallcyiie for oil 
ha has suffered. 




Boy with on unfeolttiy oijsession for pinning blame on the vdkyrie—on obsession wilfioot whkb fhare would he m story, so [ost let if go. 
Wytfred was octually a relairvely welkounded lyd before heing ejhaested by Elsie's mischievousness, vexed by Ancel's recklassneas, and 
dumbfounded by fitte's aiiheodedness. Appaienriy, he can't stand it whan Ante! has tk nerye to caB him HlVee Wyi" in battle like some sort 
of crybaby, parlkulady when it's Ancal's stupidity that has him crying iin the first place. 


Grim Vengeance 


Pounces aukkiy uiron fee;, mounting slosh upon slosh before raining down vicious revenge. 


iXNCEL 


Wyffred's oldest friend loins him out of concern for his wdkbeing, while harboring hopes thot he might somehow dissuade Wylhed from the 
fruitiess path, of revenge against the fiattle Warden. Another childhood friend of Ancel's,. Hlie, also draws his attention of late. 


Wide^ led who sealed his own fate the moment he told fifte 'There's sametbing I want to ask you when I retum," which ranks alongside 
"wistfully gazing at family pictures" ond "expressng eagefn«ss about future plafis” in terms of telltale signs that a character is not going to 
live past the first battle. Take note. 


CHERIPHA 


Tliough on accomplished ossossin serving the Artolm court, watclung ber fellow soldiers foil one by one into unmarked graves forced 
Cheripha to gtiestjoni the life ^ hud led for os long as she could rememher. Resolving to see the world bos to offer before succumbing 
to such a fate, sbt deserts the assassin's guild and sets forth for odveature. 


Fusillade 


Painfully chearful assassin who caunterbalancos the dork world of espiamge and murder with exuberance and flair. 

She and her father, LockswdI, hove grown closer than ever ske the ordeal of her desertion. Truth he told, however, the old man has grown o 
bit too doliirg lately, and sire could really use some ^ce. 


ATTACK GAB&EIOOST 


SPECIAL ATTACK 


TRUTHADE PROFILE: 


SPECIAL ATTACK 


PROFILE 


SPECIAL ATTACK 


Hmi 

Threefold 

QFSCIIPTIOH 

Dauble volley of triple 
bohs. 

ATTACItBAUeE BOOST 

IB 


mi 

BESCtHPItOH 

1 m 

ATTACK GAUGE BOOST 

BeamioB Barrage 

Focuses energy into □ blast that launches u blinding Huiry of courttless arrows. 

20 

4B 



HAME 

Overhead Crush 

DrSCftiPTlOII 

Skulhpoundirig blow from 
nhave. 

ATTACK GABGi BOOST 

16 

NAME 

Steel Streak 

DESCHIPTIOII 

ful horizontal flash of the 
blade. 

ATTACK GABGE BOOST 

18 

nAME 

Spine Tmgle 

DESCRIFTtOM 

Backbortebreokiag forward 
lunge. Knacks enemy bock. 

ATTACK GAltGE BOOST 

18 


mu 

DESCRIPTION 

HITS 

ATTACK GAUGE BOOST 

Stnk Burst 

Drives the E^ode inward wilh sioggarinq farce. lenvEnti resounding pmn in its wnke. 

20 

60 



RAJAE 

Sharpshat 

DESCRIPTION 

Singularly-focusd ossauh. 

ATTACK GAUGE BOOST 

24 



-1 JiM«! 

HAME 

Guilt Rack 

DESCKIPTIOH 

1 Furious downward vertical 
: sinsh. 

ATTACK GAUGE BOOST 

20 

HAME 

I Open Slosh 

PESCRIPTIOH 

Nimble horizoninl swipe. 
Laimthes anomy upward. 

ATTACK GAUGE BOOST 

16 

HAME 

Double Crass 

DESCtlPTlOH 

Cruel dunlT^laded slosh ham 
above. 

ATTACK GAUGE BOOST 

18 


Class; Warrior 

A^eiTB 

Gender: Mde { 

Hq m elciii d: CrelE Mpnferaigne 


Joins os Guesh S04 

Joins Party; SOS 

Class: Archeress 

Age: 16 

Gender: Female Hnmeland: Arlolia 


J 


19 

























































































































(? ‘lOCKSWlll 


Joins Poiiy: SD5 

Closs: Sorcerer 

Age: 13 

Gender: Male 

Homeland; Artolia 


; Once Q high sorcerer in the king's army, Lncbweli wds cast into itie dungeoir whife fhe crown e3(ecu1ed his wife and tfwse of fiei house fw treoson. Looth to lose an able man, the court offered 
clemency on the contfitioft both he ond his infant doughtei cost off their workjlv bonds cntid enlist in the assassins' guild. Confroftted with the choke of life or death, Locicswell elected to smre Oieripha 
and relinquish his heart to the shadows. 


TRUTHADE PROFILE; 


SirKO deserting the ossossins' guild to he with Cheripho, Lockswell has paid hock the be he denied her tenfold, nerrec leaving her side and constaotlv lettfng her bow how he feeb about her. It's only 
a matter of time before she telis him he's emborrassing her ond deserts him to go hang out with her friends. Socb is the dismal fate that awaits aM fother'daughter relatwrjships. 



.C^ roARius 


Joins os Guesh SCI6 

Joins Party; S09 

Closs: Swordsman; Age: Z4 

Gender: Me Homelond: Elnore 


PROFILE 


Born to destitute nobles, Dwtus was surrendered for odoption to a merchant house as a boy. He would later refoin his tn*e hawse ot fifteen 
of age when his birtl^hrathefs began to foil one after another to a vfdous contogian. 

ftiistocroic circles spurned him for his less-tharMiohle upbringing, and only tfirough miliraty seiwe has he been able m resirife tt ntodicum 
of honor to his name. He hos but a lone friend in Earnest, on elder student of the Officers Academy who never spoke ill of Darius's birth rw 
looked down upon him. 






Although dull and dour nowodoys, in his heyday Dotiiis was pretty quick with the Angers. In foct, his entire friendship with Earrresf was 
built upon their noturol funny man/slraight mon dynamk. The con^ic duo everr auditioned for latent Night at the Ulcers Acodemy. Their oct 
ccMtsisfed of two zooy merchants and a Yamato prop called an "obocus.' Alas, It was rot meant to be. 


SPECIAL ATTACK 


NAME 

DESCRiPTtON 

HITS 

AFAU GAUGE iOOST 

Icy Grave 

lirries its prey irt a coffin of host before rapid slr^es carve the shards asunder. 

n 

54 



NAME 

Ascender 

DESCRIPTION 

Lfting slke ham below, 
launches enemy upward. 

ATWCR GAUGE BOOST 

14 


NAME 

Destender 

DESCKFFTIOH 

Precipil&us slosJi from 
above. CchIs enenty down. 

AmCK GAUGE BOOST 

U 

NAME 

Resonator 

DtSCRtPTlOtt 

Powerfuf piercing thrust. 
Knocks enemy back. 

ATTAU GAUGE BOOST 

16 



WENDAl 


Joins os Guest; SOI 

Joins Forty: S09 

Closs: Swordsmon 

Age: 34 

Gender: Male | Homeland: Garabellum 


The soultess sellswonJ Gwendol scours the knds of Midgord, hoordirg plunder at will and sparing irory a thought to those he wrongs , 
Thiewery, eidorliot], murder—no deed is beneetfi the unsovory villain. 


TRUTHADE PROFILE 


Greedy hoarder who spends every woMng moment thinking about moneVr before going off to steep ond dreoming about it. Apparently, it's so 
he con sertd it ononymody to the sickly wife he left behind, or someone or other. His hobbies include bookkeeping ond eovesdropping. The 
walb hoveeors... 




Big Gwendol is wplchiog. 


SPECIAL ATTACK 


NAME 

DESCRIFTION 

HIE 

ATTACK GAUGE BOO^T 

Reign ef Terror 

Flings the enemy skyword ta ponder the trud end that waits below. 

T2 

48 


NAME 

Shell Shock 

DESCRIPTION 

Even-keeled sike to sever 
husk horn host. 

ATTACK GAUGE BOD^T 

13 

NAME 

Beast Tockle 

DESCRIPTION 

Shoulder-first charge into 
enemy. Cannot be bJorked, 

ATTACK GAUGE iOOST 

16 

NAME 

Rising Rage 

DESCRIFFIOM 

Great lifting swipe. 

Launches enemy upward. 

AITACK GAUGE flOOSt 

15 



EARNEST 


Joins os Gu€st; SI2 

Joins Forty; 513 

Closs: Lancer 

Age: 26 

Gender: Male 

1 Homelond: ViLlnoft 




, A loyal knight of Villnore descending from a noble nod distinguished line, idealistic ond sincere Eomest w® dispatched to Artolian torritery 
iin order to gain the trust of dcnvntroddeti serfs woging a rebellion. 

He ond the rebel commander, Hotoho, hove come to shore o bond of friendship tbot transcends oHedion. Also dem to him is Darios, an 
underclassman from the Ohicers Academy with whom be holds a candid rapport. 


TRUTHADE PROFILE 


Nobiemon who otwoys wols the straight line, even if it shoeld bod him directly teto o tree. Such slopstid bijiiiks earned Eomest tbe lilfo of 
class clown at the Officers Jkottemy. 

He was woiing moronic in the hdis of the acodemy one doy, when there with o perfectly delivered ooelher wos his underclossman, Darius, ond 
tbe two became rhe best of friends thereafter Natalia is also a deoc fiierMl, but thar's as far as it goes. Can't o guy and a girt just be friends? 


SPECIAL ATTACK 


NAME 

DESCRIPTION 

HITS 

ATTACK GAUGE fiOOST 

Righteous Rmb 

Charges oallanfflv forth in the name of iusHce, impaling nil who appose. 

7 

48 


55512(3;®— 


NAME 

Thrust of Truth 

DESCJDPTIOH 

Quick step focward with 
teiuje. 

ATTACK GAUGt BOOST 

20 

NAME 

Arc of Dread 

UESCKIRTIQH 

Powerful hockhanded 
swing. 

AHACK GAUGE BOOST 

20 

NAME 

Soul Impaler 

DESCRIPTiOH 

Thrust sprui^g from within 
its victim's guard. Knocks 
enemy bock. 

ATTACK GAUGE BOOST 

16 





































































































































Joins as Guesh S12 

Joins Party: S)3 

Class: Rogue 

Age: 2? 

Gender; female 

Homeland; Arlalia 


CMATAUA 


PROFILE: 


^ After bing tier lo^r ro ifie Gieof Fiiinine, Hatarifl detidetl tc tak& up armj and leod ttie serfs in Tefwilibn against tfia despotic regime Ifiat left 
tkm la stcuve. Aided fry Vilinofe, she liras obie to torn an angry moi of untrained farmers into a formiAibie insurgency. 


TRUTHADE PROFtLE: 


Behind her fiery temper and stoidsm \k deeprseotAjd foeiinge of self-faatfiing grid regret aver abandoning her children. You'd never guess by Iwr 
figure that Natalia was o mather of twct. Most of tier suitors never guess eitkr, udiich atwoys mates for a fun suiprise. 

She lost trock of her chiidren when' they fled tk orphanage, and hns heard nothing of them since. Ihougb she beiges deep witWn that 
somewhsre they still live, ^ wouldn't know them from tfie everyday pre-teen mercenanes you meet on the field of baitte.,, .Ifs D small 
world after all. 


SPECIAL ATTACK 


NAME 

DESCRIPTION 

Itlf^ 

AITACK GAUGE 300SI 

Catostropilic Rorn 

Cuts and hides foe Into □ storm of blades that gride and pore its body entire. 

25 

50 




KAME 


DESCRIPTION 


ATTACK GAUGEIOOST 


NAME 


DtSOlFHON 


ATTACK GAUGE BOOST 


DESCRIPTIOH 


ATTACK GAUGE BOOST 


Sword Donee 


TwfsImgL twirling blade 

atfo4 


2D 


Downsiar Rbing 


Acrobatii kick qikI flip. 
Lerunebss enemy upward. 


Etige of Ught 


Rapid strikes quirker tfion 
the eye can see. 



CMlKEllLl 


Joins os Guesh S16 


Class; Swordswomoit 


Ago; 12 


Joins Party; SI 7 


Gender; female 


Homeland: Unknown 


PROFILE: 


Her twin brother, Mkhka, in tow, Mireille fled the Mpfronage in which tk rwo wore raised after they were auctioned erff seporotely os sloves. 
The pair marwged to survive by peddling whatever vrares passed through their irnocsnr hards to mecenories on the bottfeflald, nwny of whom 
were more than wilRng to regole the twins with grim tofes ond teachings of their trade. Tfiey soon rook sword to hand themselves, ond devoid 
of any moralizing influence, possess no atliical compass ntkr than tkir own survivol.. 


TRUTHADE PROFILE: 


Sister twirt who talks to Wyffrod OS if k were her big brother. Wylfred doesn't seem to mind. After alJ, who wouldn't wont a fittle sistar 
likeMireiile? 


SPECIAL AHACK 


NAME 

DESCRIPTION 

HITS 

ATTACK GAUGE BOOST 

Heartless Flame 

Hurtles forward. Iwlfina an qlNoosumBig fiieholl that burns without reqord fat life. 

13 

44 



NAME 

Sfitfirig Sun 

&E5CREPTIOH 

Fundamenlal evarhecid 
shisb, right lu left. 

ATTACK GAUGE ROOST 

!4 

NAME 

R:nckhcmd Lob 

DESCRIPTION 

Upward rut alo sharp 
incline. 

ATTACK GAUGE ROOST 

U 

NAME 

SomarsaLrIt Siacsh 

DESCRIPTION 

Tumblirrg aerial hock. Costs 
enemy down. 

ATTACK GAUGE I005T 

15 


'1 



CMISCHKA 


Jains as Gueisk; Sib 

Joins Party; 517 

doss; Warrior 

Age; 12 Gender; Mob | 

Homeland: Unknown 


ilrtfschko's entire world consists solely of Iws twin sister, Miieiile, his every wish devoted to her kppiness. She is the orrfy family for wkm 
he has over cored, never giving o second tkught to the parents who obondoned the two of them os irfortts. 

There's rot much to know about Mischko, orbar thou that he's completelv and utterly devoted to his twin sister. Tk only reason he even talks 
ra Wylfred is because Mireille does. 


SPECIAL ATTACK 


NAME 

DESCRiPTlOH 

KITS 

ATTACK GAUGE BOOST 

Ruthless Frost 

Delivers blow after rrushinq blow with the told of a soul that knows nut right from wrom;. 

11 

41 



NAME 

Downward Swipe 

DFSCRtPTIDH 

Crosscuf powered by blade's 
weic^t. 

ATTACK GAUGE BOOST 

18 

NAME 

Dpword Sweep 

DESCRFFTIDK 

Acute rising swing. 

Lourrehes enemy upword. 

ATTACK GAUGE BOOST 

T2 

NAME 

Roundabout 

DESCRIPTION 

Spinning sike enkneed by 
centripetal force. 

AHACK GAUGE BOOST 

16 



9{mQ01 


Joins as Guest; SOI 

Joins Party; SI 7 

Class; Lonter 

Age; 40 Gender; Mole | Homeland: Vlllnore 



Once 0 commanding afiker in ViNnore's mihtary, ffeugoa suffered near-fatol wounds during a battle when the host he led was sabotoged 
tram within. Miroculously, his body recovered, but his spirit was latar broken whan it was revealed the traitor was noiie other fhon Ns very 
own son. 

Daspoir and depression drove fleugoe frcmi the military to search for on early grevQ, and he soon took up work os a nrercanary. Haunted 
by hfe past, he sees the foce of his son in o buy of the some oge. 


TRUTHADE PROFILE 


Wercenory captain who would like notbirig mote tfwn to be vanquished on the kid of hottie by o woTrior giaatei thon hirnselL Not exactly 
the kind of attitude you want in a leader. 

inmt tnlereiliug faeti obour HeugOK 
-Ferniliar wth Ennii«l'; don frotn hii days in ViHnofo's nnlilary. 

-Cove And n proper kirid afier Wyfirod rim off. 


HAME 


DESCRIPTIOH 


ATTACK GAUGE BOOST 


Gravitation 


Piercing poke that pulls its 
target tn. 


'Molten BtieiFiiei in the kn&e$ with Ik grulf emd hinky me. 


SPECIAL AHACK 


NAME 

DESCftIPTIDH 

HITS 

attack GAUGE BOOST 

Grand Thrust 

Wopes pn onslouqht of boot and spear, sealed with o luope that pruFUCts sbearinp winds. 

16 

52 


NAME 

Impulse 

DESCRIPTIOH 

Kick preferred by 
pugrrarious nrarcenpries. 
Cannot be blocked. 

AHACK GAUGE BOOST 

16 


NAME 

Wit^dburn 

DESCRIPTIOH 

Whirling, windswept thrust. 
Knocks enemy bock. 

ATTACK GAUGE BOOST 

20 




21 























































































































































rDUWAIN 


Joins os Guest: S32 

Joins Forty: S32 

Closs: Lancer 

Age: 46 

Gender: Male | Homeland: Artotia 




PROFILE: 


Dywoin wos rescti«d from tlie chifthes of corrnir (teorii by Wylfrsd's foifier, foifed to redpioaite ffie ded when the opptwtunity oiose. 

As the enemy dosed m oroufid Thyodof, Duwain stood pornlyzed by fem, hs mind consumed with delivering the life^ving potidoto his 
wife required. 

In the eod, the medkine tarn too tote, and Duwnin's cowardice hod been Iw naught, for mantbs on end he sougfit to drown his sorrows 
in drinK until ot lost he encMinterd Roseo, o sointess beoiiirg on tioconny resemblance to his Icrte wife. In an act of penitencej he devoutly 
otcompanies the sointess hither and ihilher os she heofs Arlnlia's ill tml wovnded. 


TRUTHADE PROFILE 


Middleflged worrior who is tofking dther to or about Rosea oil day, every day. Despite his claims that she loab just like his late wife, the 
consensus is Ihdt it stiKl doesn't give him tho right to act iike o stotker. That Thyodor was obte to toterole Duwnin ns tr hiend is o tEStoment to 
just how [hoiitable lits heart truly wos. 


SPECIAL AHACK 


NAME 

ammm 

HITS 

AtlACK GAUGE PDOST 

land's Lament 

PSonts a spear of fury fimily mto the soil thctt swcdlows the erremy in trembfinq eorth. 

3 




ttAMI 

Ehistennur Wind 

OESCRtPnON 

Revolving cross-swing. 

AHAEK GAUGE EOGST 

20 

1 1 

mm 

! Stmderlna Strike 

GESCUPTION 

Overwhelming chap from 
on high. Casts enemy down. 

ATTACK GAUGE lOOST 

18 


NAME 

Blocfe Vortex 

GESCRimON 

Spinning vertical lashes 
followed by a skewering 
stab. 

ATTACIC GAUGE ftOKl 

n 



Joins os Guest: S30 


Joins Party; S32 

Class; Sorreress 

Age: 13 

Gender: femole 

Homeland: Artolia 


O^OSIA 


PROFILE; 


Raised in the church house on wkse steps she was left os on infant. Rosea was blessed with the gift of myslicoi powers km an eoriy oge. Her gifts dk) not go unnoticed by the royal court, ond 
once of age, she was (Momplty summoned to serve os court trwgus. 

After controversy farced her from her post, Roseo chose to roam Arfolia's lands, bringing vitol relief to its impoverished peasantry. In gratftode and reverence, the people hove dubbed her "the 
Saintess Roseo.' 


TRUTHADE PROFILE; 


Everyone's fovorite Artoiian idol, the Saintess Rosea, One might k surprised to loam that back in their days at the roynJ court, Roseo octuoly held the free^piiited Ueselotte in the highest esteem. It 
wos the thought that the persorr she most odmiied had betrayed her that drove Rosea over the edge. Thot still doesn't make ft olright to stab people oil of a swkfcn, Soinioss. 



aiE5ELOTTE 


Joins as Guest: S2J 

Joins Party: S27 

Class: Soficeress 

Age: 18 

Gender: Female 

Homeland: Artolia 


PROFILE 


The duughier of struggling street peddlers, Lieselotto loomed to con ond steal long before she couM rood or write, fronicolly, it was while ottempifng to defr«id o moo who happened to be a court 
chronicler rhot her life took o turn tor rbe better. The chronicler, erramoured insiontty by the girl's chorm, look her under his wing and brought her into- the palace, where the court orchimagus, Cennair, 
would lorer unearth her innate talents for spdicraft, 

Ueseloite ascended to the mirk of court magus before o nefarious tocident resulted n her banishment cord left her to wonder aimlessly, seeking wbotover work come her way. 


TRUTHADE PROFILE 


Hoppy^ucky teornwirch whose Iffe has token her from the slums to the paloce and bock ogoin. It was at the palace that hat gift for mogic wos reollzed, ond for once in her Rfe she finally felt 
fulfilled, Ihougb she quarreled doy ond night with her mentor. Sir Cennoir, undementh the bickering bid o deep sense of htiol love. 

Having his deck construed os her doing, ond moreover, believing ^ was betrayed by one she respected os deeply OS Ros^ coused her to lose oil faith in lustice- curd honor. Friendship between girls 
iso pilous thing,,. 



C* niSHio 


Join$ CIS Guesh SIH 


Class: Samuroi 


Age: 19 


Joins Forty: S22 


Gender: Mole Horn elond: Isle of the Yomoto 


^ 4 ^ 




Hotive of a distant fond wk washed ashore on Artoiian soil as a child after his ship was lost to o storm at sea. Thece he was rescueij 
by tfie court arcbimagus Cennair, who hod moroly gone to survey the area. Relations did not pt thot lime e>dst horween Artolio ond the 
Yomoto, ond so there was no woy to return UsJiio to his homeland. Sii Cennoir succassfulty convinced all imtohed thor the boy's welfare 
would best bo served if he himself weie to roisa him, ond so it come to pass. 

On reaching his fiftaanth yeor, per Vomato tradition, Jshie left Sir Catsnoir's word to set forth on his swordwalk, 

lllllllllll IIIIIMH 

Costowoy somurai taken in by Sir Cennair. Mrs upbringing rendered him fbmilior with social grocas, but his memory has never been able to 
keep paca. Thrae paces, to be precise—the number it takes hhn to forget the name of whamever he has i«st met. He commorrty refers to 
Wylhed os "you," "guy," ond "you, the guy with the pigtails." 

Rosea md Ueselotto's feud wos the first he'd ever witnessed between women, and it has left him a hit wary of entering a retofionship. Ever. 


SPECIAL ATTACK 


ItAME 

DESCRIPTION 

KITS 

ATTACK GAUGE 9DOST 

GnnI Slayer 

tlnsheothes with o passing blow and spirals upward on flashes of steel. 

10 

45 



HAMF 

Flashblode 

DESCRIPTIOH 

Staggering blow that sets 
the air aflame. 

ATTACK GAUGE tOOST 

IS 


NAME 

Sleelwifig 

GESCRtFTIQH 

Lifting dosh of a bird ^ 

taking flighi, lounches 
enemy upward. 

ATTACK GAUGE lOOSI 

14 

NAME 

ShaduwsEasb 

QCSCIIlFTtOH 

Light'Speed assault invisible 
to the naked eye. Carmel 
be blocked. 

ATTACK GAUGE BOOST 

IS 


22 
















































































































^^ALMUK 


Joins os Guest: S40 

Joins Party: S42 

Class: Archer 

Age: 28 

Gender: Male 

Homeland: Arlolia 


PROFILE: 


A 5 liist 5on erf the venerated Howe Haughn, Volmur was given an exhaustive ediication in tk arts of wer no sooner ihoft he cotiW sinnd, 
eirpecred ie one day follow in the hallowed footstejis <rf his honored forebears. In hrs youth, however, Valmur look quickly to ihe book ond 
slowly to the idode, nml soon came to doiiJjt his own heroism—o doubt which still lingers to this (toy. 

Though he is Laid of House ftoughn by hrie, more dear la Valmur's heart ore his kin. Thot ihe nome of his house mighi somedoy mean the 
deaths o^f those he loves torments him to no end. 


PROFILE 


Lord erf worhor cion ftouse Navghn who would sooner pick daisies thon pidc up a bfode. Valmur's pauhsm is kept in check by his mitilanl 
fother, his vigitont mother, and his belligerent kid sister. His lote brother Nicolas wos the only one who occe^rted Vplmur for Ihe gentle dove 
he is. The stress has begun to toke its toll, ond Volnrer's iMJticed he's tliinntog our up top of tote. 




L SPECIAL ATTACH 




NAME 

DESCRIPTION , 

HITS 

riuTACK GAUGE BOOST 

Divine Arrow 

Looses on arrow high mlo the heavens, wherefrom the c^ds cost It down ol blhlering speed. I 

3 

1 48 



NAME 

Cutthruot 

DESCRIFTION 

Shot aimed straighi for ihe 
iugulor. 

ATTACK GAUGE BOOST 

13 

NAME 

Iri-Stingor 

DESCRIPTION 

Burst of three arrows nocked 
and loosed simuitoneously lo 
bliodside tar^l. 

AFACK GAUGE BOOST 

13 

NAME 

! Needtoroin 

DESCKIPTIOH 

Skyward release lhart summons 

0 downpour of missiles from 

Ihe do^ds above. 

AFAO GAUGE BOOST . 

18 



^ ‘THIONA 


Joins as Guest: 542 

Jains Party: S42 

Class: Wgrrioress 

Age; 20 

Gender: Femde | 

Homeland; Artolio 


PROFILE 


: Hot-tempered doughtor trf House Houghn who alongside her hratber Micotos persisted in spurring their sheepish elder brother, Itolmur, to acttor?. 
Nicolas's sudden death upset the bolonce, ond now Ihe once mighty house seems destined for ruin. Though she knows betrothal to another 
house awaits, Phioiw's pride will not lei her occept her irue house's disgrace, orrd for ibis she Ictshes out ogeinst Volmur, lord of the house. 


TRUTHADE PROFILE; 


Youngesl of three children who is constonllv reminding her brother Volmur to gel his ocl logethor. Shell muder onyone who mentions it, but 
os 0 little gipf Phiooo used lo tell everyone she'd many him somedoy. 

2^ Though they remain fit h fighr, and have already handed over loicfship of the house, Phiono secretly wishes her porents would hang up Iheh 
gioves once ond for oil. After ol, how can Volmur take charge with mommy ond daddy looking on ? 


NAME 

River of Blood 

DISCI IPnON 

Downword luminq slice. 

AITACK GAUGE BOOST 

11_ 


NAME 

Sea of Thorns 

DESCRIPTION 

Slinging forward thrust. 

ATTACK GAUGE BOOST 

15 


SPECIAL ATTACK 


NAME 

DE5CRIPTI0H 

HITS 

ATTACK GAUGE BOOST 

Crimson Grate 

Donees, hlode in hand, crossing: and doublinq until there blooms a flower of blood. 

13 

47 


NAME 

Ocean of Pain 

DESCftlFTlOH 

Screum-induclng slosh en 
possoot, Connot be blocked. 

ATTACK GAUGE BOOST 

16 



‘Tt.nnmim 


Joins as Guesh 546 

Joins Party; 547 I 

1 Class: Ardioross 

Age; 52 ' 

1 Gender; Female | Homeland; Arlolia | 



PROFILE 


Deveyted wife of Auguste, former Lord of House Houghn. Reinhilde has stood hy her husbond in alf mailers, trusting to his vision over lhat 
of the house's curreni lord, her son Valmur. The sudden deoth of hei son Nkolos, however, hos cnilod her foith to names ond nobility toto 
question. AJI she wishes for now ore the survivol and welkbeing of her children. 


TRUTHADE PROFILE 


Mature mother who concedes nothing to her doughter when it comes lo curves. Hoveftheless, Reinhilde keeps herself v/oll covered-up so os rot 
to gorrec any more erf Ptiioro's reserhirent. 

f ' She nrarried Auguste not our of arrangement, but out of love, 0 reoson unheoid of omong their class 01 ihe time. Their open displays of affection 
make even Iheh own children ciueosy, but if over 0 lovers' quarrel should break out between them, it wilt likely sunder the kingdom In two. 


NAME 


DESCRIPTION 


ATTACK GAUGE SQOST 


NAME 


DESCRIPTION 


ATTACK GAUGE BOOST 


SPECIAL ATTACK 


NAME 

DESCfttPIlOH 

HITS 

AIIACK GAUGE BOOST 

Danse Mqcohre 

Lounches 0 volloy of moqicd hofts that lift end twirl ibeir unwllina partner obouh 

9 

56 


NAME 


OESCRIPTIOtl 


ATTACK GAUGE lOOST 


lit InjKtton 


Fearsome shot of 0 needle. 


)Z 


Vidous Volley 


Barroge of bohs in rapid 
succission. 


18 


Shrewd Shot 


Dynomk dischorge of on 
alhpierdng arrow. Cannot 
he blocked. 


20 



iAUQusrt 


Joins as Guest; 546 


Class: Pugilcst 


Age; 60 


Joins Party: S47 


Gender: Mato 


PROFILE 


Auguste me! his first battle hotrfing tighi his sorcerer's md, only to dispense with it foravermoft on witnessing the beauty of unarmed 
combat. His imoginotion coptured, Auguste ihericeforth dedkoted aH of his energies to perfecting the way of the fist. 

After Q lifetime spent defending his don 's honor, Auguste was forced to bury hh son Nkolos, and no longpr did the virtue of dying a 
warrior's death (K^peol to him. Ho wishes solefy thot his remaining children outlive him, so thot he tied never suffer the agony of losing o 
child again. 


TRUTHADE PROFILE 


2 Jr Morhol artist ever testing the limits of morloE strength. His doiy regimen consists of beating 0 tree stumip into pdp morntog, crushitrg 
0 stone into dust after lunch, and breaking a buulder into pebbles following supper. Thanks to Auguste, the funds of House Haughn are now 
cleor ond ohstoclerfree. All hail the former tord! 


Hanneland: Arfolio 




SPECIAL ATTACK 


NAME 

DESCRIPTION 

HIT5 

AHACK GAUGE BOOST 

Hundred Hands 

Oiannels mind ond spirit through the fingers to Inflict pain at tfe enemy 's very core. 

U 

51 


zaiEais— 


NAME 

fiaxitig Mantis 

DESCRIPTION 

flurry of flying fists. 

AFACK GAUGE BOOST 

IE 

NAME 

Kkking Crone 

DESCRIPTIOH 

Fptol Tootwof k that strikes 
horn hofiom lo lop. 

afacxgaugeeoost 

21 

NAME 

Souring Phoenix 

DISCRIPTIOH 

U ppertul souring lo the 
heovens. Launches efomy 
upward. 

AFACK GAUGE BOOST 

13 


33 








































































































































































^Auxmt 


Joins os Gu^st; S33 

Joins Forty; S37 

Closs: Sorcerer 

Age: 25 

Gender: Mole 

Homeland: ArlNio 


Aftolion court mogus who has CKSumed (tie posilwsn of the ccwjit arcfiimogus ii Dhsentio, groniing him tempoforv rule o^er al palace sorcerers. A former coReogae of both Rosei] and Uesefotte, Foujcnel 
was said to be intimately Involved Ir the mysierwus death of Sir Cennoir, for whidi the two ware bnrashed. 


TRLTTHADE PROFILE 


Assuming o fobe iwme and entering the loynl court in hopes of restoring Ns house's standing, the scoundrel faujinel Immed Roseo ond Uesefotte fw tk murder of Sir Ceoniair, wNcb he himsetf comiitted 
quite by ucddont. Not content to merely implicate Ns fellow moges, k octuolly went so for os 10 have them bonishad, showing that he's for more unscrupulous Ition ya« common scoundrai. 

In Ns defense, bowever, his guilt hos pushed him to become o better magus. And he's Femoined toyol lo th& dan k vowed to redeenv sn perirops them am grounrb to grant him cfemoncy. 

.. ,6ut you'd have to ask Rosea and LjesElono about thot. Still, twwiig to wofk afengside those two is oertoinlv deservmg of some mefcy. 



UNQKET 


Joins Forty: SGOS Ol 

Cfoss; Sorcerer 

Age: 24 Gender: Mdo 

Homeland: Artdio 


EUast prince cf Aitolia, Nif not its crown prince. That Nmor belongs to the son of the queen regnont, Pdnce Kjfstoff, p«f the trodftions of Man succession. Nevertheless, there ore those who argue 
thot since Langfey's motkj was of a birth, more nabte than (k queen's, the ihrone is by tigjht his, ond Arfolio has been ecnNaled in codici sifice the ptinces worn mere hohes, 

Langrey's wishes for Artolon prosperity are genuine, and he laments rhpt his kingdom daes not enfoy the wedth its neightiors do. It 1$ lor thot very reoson, the future lebdre of Ns hom^ond, (fiat 
Langrey seeks (o rule. 

Esnnmmnm^ 

Langrey was taught ro wield a Node alongside kristcff when the two wore lirrie, hut the elder brother proved (oo clumsy and unothlehc (o be of viy worth (g q swordsmen, and so the bookish youth 
toelc to the solilnry and utterly stationary study of soncery. 

Oi>ty once h an age does one born gifted in tk arts of mogic ascend to (he thtone of Artolio. Yet for all Langre/s posturing, the mere net ol risinQ from Ns iNuee leaves him short of breoth. 



nCRlSTOTF 


Joins Party: SGO^ Ot 


doss: Worrior 


Ag^t 23 


Gender 


Homelond: Artdio 


i Crawn prince cf Artolia, but not its eldest pmce. By the laws ond customs of oW, the first son of the king and queen regnant, Kristoff, is 
entity to the throne, yet some contend there are grounds that substontiote the efoim of the elder [jangrey, first son of the king who wus 
bom out of wedlock, Regardless, Kiistatf cores deeply for lib elder klf-brother. 

While trying to calm the poftical foror raised in the wake of Ns father's deorti, Kristofl's possive demeotior has been o greet deirment, 
plocing bim at tfi« mercy of insistent and insidiaus odvbMS. 

For a pdnea with such o gentle espiession, Kristoff is capable of some pretty mean swordplay. 

Often while hb cognciilcns busy themselves chewing bis eors ofl with prolix pnlihcul lectures, Kristoff stares vacantly into tk distance, 
fantasizing about splitting monsters in two with bis hfode. 


SPECIAL ATTACK 


KAM£- r 

DESCRIFTiOlt 

HITS 

ATTACK GAUGE BOOST 

Noble Crusade 

Slashes baldly at the enemy's heart before swonpmq down for the coup de oroco. 

13 

47 


AfTACKS 


NAMT 


DESCKFTIOH 


ATTACK GAUGE GQOST 


Whdmmg Wove 


lilting, twisting sike. 
Icwmiks wremy upward. 


DESCIiniON 

Rotriting swipe. 

ATTACK GAUGE BOOST 

14_ 


HAM! 

Fell Swoop 

DESCRIFTtOK 

lethal dive of a bird of 
prey. Costs enemy down. 

ATTACK GAUGE BOOST 

20 



moiimouRG 


Joins Forty: SGO7-01 


Class: larKer 


Age: S5 


Gender: Make 


: Old frknd to whom the former king had entfusiad tk fosteroge of his two sons. Weory of ceaseless political infighting at court trad 
; assigned tk tilie of margrave, Roienbourg left tk poloce and the young princes to tend to his demesne in the southern borderlands. 
Following tk king's death, k looked on from ofor os the succession controversy unfolded^ and recognizing the infighting would uttimolefy 
spell Aftolia's ruin, took up the banner of Joshua, eldest son of Duke Valery, bfcrther cf the former king. 

The fosterage of the princes (worn may at first sound o noble and rewording colling, but the teors on Roienbourg's pillow will attest to the 
reientiess manner in which the precocioos littie hrots abused him. Regardless, he cared genuinely for Longrey and Kristoff, and raised the 
othelings os rhou^ they were his own. 

The other nobles, seeking to compound his misary, gave Roienbourg grfof to no end with their petty mischiof, planting locks in his boots and 
affixing "kkk me" ^ns to bis capo whenever he wasn't looking. 

iViCFving oway from Hie rayal pdoce proved a muefrnney escape for him ond his kin. Roienbourg now eniays the familiar company of his 
chamherlain, irtorieegh, wk at one time led the margrave's legion into battle under the moniker ''Moileigh the Mercifes.'' 




HAME.^^ 

-- 

DESCRIfItON 

Hits 

Ferockittfiiii 

Hocks away at a foe's Imb, then rips into its Hesh foster than the eye con see. 

25 


ATTACK GADGE BOOST 



NAME 

Axesmosh 

OESClIPnON 

Slosh unTurled From a 
tightly wound stance. 

ATTACK GAUGE lOPSi 

TB _ 


KAME 

Jaws of Death 

OESCKJmiON 

Driving ussoult that buries 
the hatchet deep in its 
victim's (best. 

ATTACK GAUGE BOOST 

T£ 


NAM! 

Triple Thrust 

DESCRIFTiOH 

Lightning strike in the some 
pIcKs thrice. 

ATTACK GAUGE BOOST 

IS 


24 




























































































































CULYTH 


Cbss; Hotjnd of Nel 


Joins Porfryi SGQ^Ol 


Ages Unkrwwn 


Gender: Ferrale | Homeland 


i Loyal servonr of Hel, ten of Niflheim, 4o assumes ttie guise of a lady so os to move freely about Widgard. Ailylir's true foim Is in foct 
tfiQt of tbe ravenous demon+iound, Gaim. 


TRUTHADE PROFILE: 


Nelfiei (dm guoid dog ifiot tws found tfie chew toy she always wonted In Wylfied. Ailyih assumes whichever form soils liei in Niflheim, ond 
on at 0 whim completely after her human oppeorance—including her gender. 


SPECIAL ATTACK 


aATffATSKS 


TEAME 

DESCSIPTiON 

HtTS 

ATTACK GAUGE fiOOST 

Shadow Storm 

Are r>or a maiden's serrets lest kept ihot way Mosterl 

30 

60 


NAME 


Df^CKlFflON 


NAME 

Dusting Off 

gesckiption 

FundamenlDl hausecleaning 
' maneuver Ihot removes 

I unwelcome delrilus os well 
os guests. 

AUACK GAUGE BOOST 


NAM£ 

Mopping Up 

DESCRIPTION 

Thorough swashing of 
foes with which one wipes 
the floor. 




AHACK GAUGE BOmT 


Too Time 


Careful and deliberate 
pouring of scoldirg hut 





‘ZENmiH 


Clcass: Chaoser of the Slain 


Joins Party: SDIf 01 


Age: Unknawn 




SPECIAL ATTACK 


PROFILE: 


VaUcvrie presiding over Wldgord at present. Sent forth hy Odin., the Battle Maiden scours the kling fields for foiled wortiar souls upon 
whom tio bestow eternal heavenly glory. The Chooser c>f the Slain is revered as a savior by some, reviled os a death goddess hy ortieis. 

Star-crossed vcrikyrie coftdemned lor simply doing her job. Despite the fact tfwt Leneeth is guiltless in al of dies, the overly pensive vnUyiie 
caniKt help fjut reflect en how she might have averted tragedy ond holds herseff occounfaNe. 

ff you're wondethrg why she's Icwking so gtoiiKiraus this time oround, it's becouse she's u different woman from Ihe ooe you knew before. 


Gender: Female Homeland: Valhailo 


ATiTACKS 


mi 


DESCRtFTlOK 


ATTACK SAJJGF BOOST 


NAME 


OESCRimON 


ATTACK GAUGE BOCtST 


HAML 

DESCRIPTIDH 

HITS 

ATTACK GAUGE BUOST 

Niefung Valcsti 

Binds its vklim sitill fer receiva the sacred lance hurletl from on hiqh. 

10 

50 


BeltSkish 




Downward cutting attack 
from obove. Casts errenfry 


GaleWnds 


Sudrien swipe that sertds 
forth Q whippiitg wind. 


NAME 

Verticol Roid 

DESCRIfTiOK 

Slashing blow tbot tuts 
from low to high. Lounches 
enemy upward. 

ATTACK GAUGE BOOST 

16 




Class: Giver of Life 


Joins Party: 5017-01 


Age: Unknown 


Gender: Female 


Homeland: Valhalla 


Goddess of Creation who stands ever foithful by Odki's side, ond !o whom the Alfother entrusts Jbe consummolion erf his commands. 

For her ability to conjure being where there once was none, Freyo is worshipped by mortols os o goddess of life and fertility. Yet what 
the goddess givatb, she olso toketh away, and those who cross her soon find the Mother of Creertion is equally capable of punishing her 
children os she is of nurturing them. Hers is o power before which gods ond men alike ere compelled !o kneel. 


TRUTHADE PROFILE 


_everyone's favorite fighting foiry godmother is slill kicking, taking out Ether Strike hits for her godfolhet Odin, The heretofore unmatched fury 


SPECIAL ATTACK 


NAME 

UESCRIPTIOH 

HUS 

ATTACK GAUGE lOQST 

Ether Strike 

Dlsdioroes a cotKOntratod bdl of pure ether down upon its helpless victim. 

1 

50 



NAME 

Critical Flare 

DESCRIPTION 

Effusiurr of holy beams. 
Cannot be bbeked. 

ATTACK GAUGE BOOST 

16 

NAME 

Sacred Smiting 

DESCKtPTlOH 

Bfighting, looping kick. 
Launches enemy upward. 

ATTACK GAUGE IO0ST 

20 

NAME 

Thunder Sword 

DESCRIPTtOW 

Beam of concerttrated auro. 
Cannot be blorked. 

ATTACK GAUGE ROOST 

14 




- II 


25 


' ‘IfHIfS 








































































































































Class: Dicwsef of live Slain 


Age: 


(HKIST 


PROFILE: 


Her fervent InyaHy to Oin often compels tfie eldest of Fate's three daughters to act witti hlorttinr disregard for tfie wil of mentals. 

Only one flotlfe Worden remoins awoke to recruit einheijaf at a given time. While Lenneih tends la the duhes of the volkyrie, emd Silmefip 
remains in the custody of the Lori of the Undeod, Hrisfs spirit dormont within q awrtal body on Midgard. 


Joins Party: 5^13-01 


TRUTHADE PROFILE; 


■fhera oie no words. Ow ridest doughter can only hope b doy in the sun will somedoy come. Chin up, Hrist! 




um 


NifariungVoiesti 


Gender; Fetnole | Hotnofond: Valhalta 


PEKRIPTtON 

HITS 

ATTACK GAUGE BOOST 

Binds ils victim lo receive Ifm sotted Igrce hurkd bm on hirii. 

10 

50 



FATiTA’GK'Sa 


NAME 

Bolt Slash 

OESCRimON 

Downward tutting aiiack bm 
rimve. Casts enemy dawn. 

ATTO&Jimo^ 

18 

mi ' 

Winds 

DESCRIFTIOH 

Sudden swipa ihrFf sends forth 

0 whippini vvind. 

ATTACK GAUGE BOOST 

18 

Hm 

Vertid Raid 

UESCtlFTlOH 

Sloshing bbw (hot cuts from 
low ta high. lauiKhes enemy 
upward. 


16 


T 



SXRNmiM 


Joins Party; SGI5^1 


Class: Womoc 


26 


Gender: Mole 


Horn eland: Artqiici 


PROFILE: 


Artolion mercenary soul net incDmoted at presentr yet destined to achiew great renown once he is again bom. Though once on einherjor of 




SPECIAL AHACK 


j HrisCs, Amgrim wos returned to the cycle of tronsmigrtitioii after running afoul of Odin. 


Seraphic Gote^nKher who popped in whfle making the raunds in the fransmjgratciry wheel Against his better judgment, Arngrim tried to take 
the whole Alicia kedufffe up with Odin directly, ond now waits to be reborn, die, and mode einheijar by leiwefb. 


HAMF 

DESCRIPTION 

HtTS 

ATTACK GAUGE BOOST 

Find Blast 

Strikes fear into the heart of its pfiey before indnenitiia ft In flames ef fury. 

20 

60 


■ 

FAWiAteKS. 


NAME 

High Wind 

0E5CRIRTION 

Arngrim's dassk downward 
hod bm averhofld. 

ATTAGC GAUGE BOOST 

IB 

NME 

WitdSrHk 

DESCmPTIOIll 

WiW swipe that (rushes with 
brute strenalh. 

AHACK GAUGE BOOST 

18 

NAME 

Surging Rush 

DESCRIPTIOH 

Full forward rush behind 
the point of Ihe blade. 

Knocks enemy buck. 

ATTACK GAUGE BOOST ■ 

IB 


-jr 


MAGIC ATTACKS 


Sorcerers and sorceresses can learn new spells by using codices bought in the shop. Therefore, ony spellcosfer con utilize any attack magic. Sef the attack of 
sorcerers or sorceresses by changing their attack in the Attack screen of the Allocation menu. This determines what spell the character casts when attacking 
and retaliating. 

However, the Cast Spell action can be used to cast any spell in the person's knowledge during any turn. Spells can be cast af long range on the held, targeting 
enemies that are higher or lower than the caster can normally reach with an attack. Casting spells rather than attacking also prevents enemies from retaliating. 
Attack spells have an effective range, damaging the target ond enemies in surrounding spaces. The effective ranges of spells is one of three types: 


"EFFECTIVE RANQl TTPE A 



^^FrfCTZVE RANGE TYPE B 



EEPFECTIVE RANQE TYPE C 



26 















































































































































\m^ 


HAHE 

OESCHtPllOh 


mCKGAUEE ■ 
BOOST 

[lEMFM! 

COHOITIOH ItJFUa , 
[BA5E CHANCES 

MGETWE ' 

EFFEOIVI 
RAHOETTPE : 

-- 

AP COST 

Rre Storm 

Conjures on eruplion of rising hmt tlial Wtrets 
ihe enemjr skyivord. 

1 

28 

Fire 

None 

4 

B 

£0 

Frigid EJamsel 

Conjures glacial sttorck 1o cnjsli the enemy. 
Rnndniily freezes enemy. 

2 

16x2 Hits 

Ice 

Freeze [10} 

4 

B 

60 

iiglitning Bolt 

Conjures thunder from overheod to launch the 
enemy backward, Rondomly porolyzes enemy. 

3 

12x3ttit5 

lightning 

Ponniysis [ID) 

4 

B 

7D 

Poison Blow 

Conjures toxic mist to snare tfie enemy horn 
underfoot. Randomly poisoas enemy 

1 

38 

Earth 

Poison (50) 

4 

B 

70 

1 Sofred Jovolin 

Conjures speors of light to smile the enemy from 
above. Randomly stuns enemy 

6 

6 x 6 Nits 

Holv 

Stun (5) 

4 

C 

BO 

1 Dnrk Savior 

Conjures bludes of shadow to skewer the enemy 
Randomly silences enemy 

6 

6 X 6 Hits 

Dark 

Silence (10} 

4 

C 

80 


MAGIC SPECIALAJmem 



Any sorcerer or sorceress can perform these special attacks during a Soul Crush when certain spells are set as their main attack. For instance, Lockswell's 
default attack spell is Fire Storm, and so his special attack during □ Soul Crush is Ifrif Caress, Changing his attack spell also changes his special attack. 



{name 

BERlMVESPlLt 

DESCR1PTIOM 

Amtk GAUGE 

ELEMENT 

; nm 

Ifril Caress 

Fire Storm 

Divine incarnation of Fire Storm thol envelops its prey in o healed hrimstone embrace. 

30 

Fire 

9 

TidolWove 

Frigid Damsel 

Sublime form of Frigid Domset ibal drowns foes beneath Ihe sea serpent's rage. 

36 

Ice 

6 

1 Grovrty Blessing 

lightning BMi 

Empyreol embodiment of lightning Boh thot crttshes enemies in on otmospheric void. 

30 

Lightning 

IS 

1 Maleficent 
[ Norm 

PcHsnn Blow 

Virulent transmutation of Poison Blow that engulfs its victims in toxic mist. 

30 

Earth 

ID 

Phanfom 

1 Destruction 

Socred Jovelin 

Ouintessence of Sacred Jovelm invoking the rune before which dl siins sholl be punished. 

32 

Holy 

ID 

1 Meteor Swarm 

Dork Savior 

Manifestation of Dork Savioc that summons dawn on endless torrent af shooting stars. 

34 

Dork 

7 










































This chapter covers progression through Valkyrie Profile: Covenant of the Plume on a 
battle by battle basis. Story events and tutorial messages appearing during the game are 
omitted, so that this guide may enhance your gaming experience without ruining it. 


y through use of the Destiny Plume I 

of the game, starting in Chapter 2. If _ _ 

>e the Destiny Plume, then the scenario 

opter 3. If the Destiny Plume is used to sacrifice one ai 


le scenario follows Route 


Use of the Destiny Plume sacrifices a 
(horoder and alters the course of events. 


CNAPTIR 2 ROUTE C 


ROUTE 


! 

1 

Hroe^^ Walk 




CamillG 




Aullewyn Rggp^:., 



O ■ 

1 Choice of World Mop destination in Chapter 2 changes the j 

l^otlles engaged. 

J 




1 







1 




1 







1 


























PROLOGUE 


GWENDAL 


HEUGOE 


m'KAMATlS TEKSONAE 








Wylfred's oldest friend joins him out of con^m 
harboringhopes that he might someho w dissuade W ylfred from th 
path of revenge against the Battle MaidTnf Amot l^Lh ildk o od frierui 
Jilte, also draws his attention oflat^ 




On a’ a commanding officer in Villnore*s military t Heu goe su ffered nearrfatall 
wounds during a battle when the host hejedwassabotaged from withtnfj 
Miraculously, his body recovered, hut his s pirit was laterfro^t^ henjt^^^^ 
was revealed the traitor was none other tlm^n^er)^wf^on^espai^idyy^' 
depression drove Heugoefrom the military t o^ar chfor a n early grave, andh^^^ 
50on took up vvorf: as a mercenar y. Haunted fe)? his p0 5r, hestts the fact^flns^ 
in a boy of the same i 




The sou lless sellswordQwendal scours the lands of Midgard, hoarding plunder 
will and s paring nary a thought to those he n^ron^i. Thievery, extortion, 
ler —ntufeeJ 15 t/Tf5 NiJ5avor^ vi(!om. 


murde 
































PROLOGUE 



STAG£oi:AUllEWYN KEEP GATES 


Battles take place in "rounds" consisting of on "Ally Phase" followed by 
on "Enemy Phase." The characters you control get to move and attack 
enemies during the Ally Phase. Likewise, enemies get to move and 
attack during the Enemy Phase. The overall goal is to eliminate as mony 
enemies as possible before the next Enemy Phase, thereby preventing 
the enemies from crippling or killing your choracters. 


Surfourd ofid defeot enemies os often 
as possible. 


Heugoe m ottcick targets from two spaces 
away with his lance! 


W&RRICMl'S ARUNUM (100%) 


ENEMY DATA 


2 KOBOLD 


3 DIRE WOLF 


EXPERIENCE 


EXPERIENCE 


LEARNING THE ROPES 



700 


NONE 


^ ENGAGEi 

MENT DATA 3 

1 Objective 

Destroy oil opposition. 





























\CONTROL YOUR DESTINY! 


Upon the engagement of the battle, Wyffred 



Is In movement phase. However, Heugoe 

V 


and Gwendal ore both ot LvlO, ond either 


is capable of el imin oting o foe i n o single ; 

—T. 


attack. Therefore, it's safer for Heugoe and | 



Gwendril to lead the bottle, while Wylfred j 

. 


ond Ancel follow up. 

■■ ■- 


To select a different charocter than the current one, press O to mncel movement and free 


the cursor. You moy then move the cursor to another ally, press O, and move him/her 


instead. Just because the game selects your allies in a certain order doesn't mean you must 


move and fight thot wayl 


I 


TAKE OUT YOUR FIRST FOl 


Move one of your allies within 
range of the closest enemy, a 
Dire Wolf. You'll know the ally is 
in striking range when the wolf 
flashes. At that point, press (*) to 
open the action menu. The first 
option lets the character attack, so 
press (a) again. The scene shifts to 
a battle screen. 


During an attack, first the ally gets 
a turn, then the enemy. The lower 
screen depicts the action, while 
the upper screen shows the allies 
within range of the enemy, the 
number of attacks ond their HP 
remaining, ond an Icon depicting 
the attack button for each ally. For 
instance, Wylfred is aulomallcally 
ossigned to the (V) button during 
this first battle Press Q repeatedly 
to make Wylfred attack as many 
times as he can. 


> ^ r: ■ ■ ■ I*' 




Overkid 




r 


Press the buttons shown to moke eoch 
ch Of Oder attack when q foe Is snrroe tided. 


y 



Moving within attack to age of a torget 
cousas a red exclan>ation mark to appear 
above it. These targets will be abb to 
Retaliate after your chorader initiates 


Because the enemy gats a turn to counter, you must ovoid ottacklng with 
low HP unless you're certain of eliminating the Foe. Use o wounded 
ally's turn to heal, either by magic or by using a recovery item such as o 
Warrior's Arconum. Note that allies regain full HP by leveling up. 


SAFETY FIRST! 

There are a number of woys to deny on enemy its chonce to respond to your chofocters' 
attacks. When using n choracter with a weapon that can attack from two or more spaces 
away, such as Heugoe, the targeted enemy will not be obie to retoliate if It is only capable 
of otfacking in ad[acertt spoces. 

Additionoify, attacks mode from behind e torget have o chance to foze the victim, preventing 
the target from making o counter ottuck. 


ii 


AHACK FROM ALL SIDES 


If on ally fails to defeat o foe 
during one attack, move another 
ally within range of the same foe. 
Select the ottock option, and blue 
exclamotion morks appear obove 
the heads of surrounding allies. 
This means that they too have on 
opportunity to strike during on 
attack I Therefore, surround tough 
enemies such as the Ghoul from 
oil sides and unleash devastating 
combination attacks on every turn 
to defeat it. 



■ " *SiTARGET 


I 
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■ ■ 

■ -A 
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Blue Bxcbmqljcin marks ovar ullias' haqih 
indkole that they get \u attack the eitemy 
|in combination with the moving character ' 
_ 



NAVIGATING THE WORLD MAP 




WQ THE TOWN MENU 


Upon entering a locution, the Town mei\u may oppeor. While using the Town menu, you ton 
also open the main mertu, hut you cannot 
save or change system options, Vou moy 
peruse items in the shop, enter the tovern 
and listen ta lore (local gossip), or leave 
and return to the World Map. As is the cose 
in Aullewyn Keep, the separate option at 
the top allows you to view a scene and 
continue the scenario. 


Prior to tbe next battle, the scene shifts 
to the Worid Map. The only ovoiloble 
destinotion is Aullewyn Keep. Use the 
+ Control Pod or press 0 or 0 to 
move the plume cursor to this locotion. 
Press © to enter. 


Hote that while viewing the World Mop, 
pressing ® opens the menu. Within the 
menu, you can moke changes to your parly, 
change important functions of the system, 
or save your dota. Be sure to sove before 
proceeding to Aullewyn Keep. 
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PROLOGUE 


STAG£02:AULLIWmKI£TW£ST 



SURROUND AND DESTROiS 


As per the opening conversation between Ancel and Wylfred, the 
best strategy is to surround enemies to Snitiote sieges. This means 
moving Wylfred and Ancel to 
opposite sides of a foe to attock. 

When o siege is possible, oil 
allies surrounding the foe start 
glowing during target selection. 

A message appearing at the start 
of the attack shows the type of 
siege as well as the benefits to the 

allies. The type of siege engaged 

j j .1 II- ^ Surround £3 tof from two sides to engage a 

depends on the allies positions , . , , . 

,, . f siege. Che rode rs that benefit Irotn a iiege 

surrounding the roe. f i j . it. 

^ tor malm n glow dun ag torget semcti on. 



For instance, if Wylfred and Ancel move to either side of □ Dire Wolf, 
then a "Flank Raid" formation is achieved. During □ Flank Raid, the 
chances of gaining plunder by defeating the enemy increase, and 
each strike adds an additional 10% to the Attack Gauge, making 
special attacks easier to launch (special attacks are more important in 
subsequent battles). 




hSL Siege benefits^ if eny, ore displayed at ibe star! of an otfock. 



Enemies in narrow passages, or an 
bridges, ran net be bypassed. Try to gaod 
them into open space to surround them. ^ 

%<a _ 0 


Without the aid of Gwendal 
and Heugoe this time around, 
initiating sieges and making your 
choracters work together are 
vital to survival. Surrounding foes 
cari be tricky on the single-space 
"bridges" spanning the canyon, 
since allies cannot move past 
foes to flank them. If possible, try 
to goad the enemies to cross the 
bridges in order to surround them 
more easily. 
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^ STELLAR END 


STAQtoy.AUll'E'WYn KEEP WEST 




ENGAGEMENT DATA 


The purpose of this bottle is 
to use the Destiny Plume, Your 
choracters cannot attock either 
of the enemies until the plume 
is used. On Wylfred's first turn, 
select the Destiny Plume icon from 
the ottock menu and use it on 
Ancel, As o result of this favor, 
Ancel's HP and other parameters 
multiply tenfald, allowing him 
to demolish both Ghouls easily. 
Simply let Wylfred hang back 
while Ancel clears the field. 


V4li 3 AV4.i«&lLUie 


Using the Destiny Plume makes Ancel 
strong enough to KO Ghonh in u single 

- ottacki ] 

^ __ 


1 GHOUL 

AmCK MmwT ' DEFENSE j 


mMlW 500 


755 
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‘DKAMATIS PERSONAE 


V 


CHAPTER 1 SHOP MENU 



Thoti^h an accomplished assassin serving the ArtolIan court watchin0^'f ellmvloJdi^ 'fairi 
by one mto unmarked graves forced Cheripba to question the ll fiTske had led for^ long ^7.^ ^ 
could remember. Resolving to see all the world has to ojfer be fore s t/cc umhin g t^^ch a ; 
deserts the assassins'guild and sets for thjor adventure.^ 
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(OtKc a h [^ h sorc erer in the kings army, locksweU was cast into the dungeon while the crown 
(^£cMdhtsn dfe and those of her house for treason. Loath to lose an able man, the court offered 


xkmenc ^on the cond ition both he and his infant daughter cast off their worldly bonds and 
'pilistin the a ssassins'guihi Confronted with the choice of life or death, locksweU elected to save 
Lheripha and rclinijuish his heart to the shadows. \ ' 


Walkthrough 





















CHAPTER 1 



LEADER 


SUEDE BOUTS (50%} 


ENEMY DATA 


ARCHERESS 


NOVICE ARTOLIAN 
SORCERESS 


NOVICE ARTOLIAN 
SWORDSMAN 


EXPEfllEHCE 


XPERIENCE 


STAGE MAP 


_ 






m 










^0 




STAGE04: lATALlAGH WEALD 


ENGAGEMENT DATA 


SPOILS OF SIN 


RAKKA(100+) 

RANK B (99~7S) 

RANItC(74«50) 

n 

1 DwoifTintturex2 

m 

The Art of RrsI Aid x2 

□ 

Flore Gem x2 | 


Ambrosia x2 

n 

Apothecary's Area no m x2 

— 

+Ronk B & Rank C jiams 

+RankCirems 

— 























































THE WAGES OF SIN 


The first battle of Chapter 1 introduces the concept of Sin. Sin points 
accumulate by continuing to strike on enemy after they ore defeated. 
Mistress Hel predetermines how many Sin points she wishes for Wylfred 
and his allies, including any ovailoble guests, to score. Ailyth announces 
the minimum SSn required to please Hel. Use of the Destiny Plume raises 
the Sin Gauge [shown at the base of the upper screen] to the sought 
amount. For instance, if the Sin sought is 300, using the Destiny Plume 
raises the Sin score to 300. Anything scored above that is just gravy I 

Scoring higher than the Sin sought increases the party's "rank." The 
rank achieved determines what kind of spoils the party receives from 
Hel afterward, if any. From Chopter 2 onward, failure to accumulate the 
Sin sought draws Hel's wrath, meaning additional enemies will appear 
in a subsequent battle Refer to the "Spoils of Sin" table at the start of 
this section to determine how many Sin points must be scored to ochieve 
better rewards. Ailyth's comment following the battle determines the rank 
achieved, as follows: 


Ailyth 

Splendid, sire. Mistress Hel seems quite 
pleased by your efforts and sends an 
offering to aid you in your travels. 



SIN RANKING PER AILYTH QUOTE 


Rank A 

"Wonderful, sire. You bring greai delight to Mistress Hel, 1 proy thee sovor 
the fruits of thy labor" 

Rank B 

"Splendid, sire. Mistress He! seeim quite pleased by your efforts and sends 
on offering lo aid you in your travels." 

Rank C 

"Well done, sire. Your deeds warrant rfcognilion. Please occept this 
humble token for your troubles." 


ACCUMULATE SIN WITH Vi^YLFRED 


Guest membet Cbeiiphe inflicts gDod domoge 
from ofor with her bow, but not nearly as 
much os Wylfred at close range with his 
sword. Iherefore, whenever (heriphe and 
Wylfred attack together, olwoys let Cheripha 
finish off the enemy in the hopes that 
Wyffred's foibw-up attacks score higher 
Sin points. 


Overhd'i 







This battle features ihe first encounter with ranged attackers. Guest 

oily Cheripha uses a bow, which 
means she can attack targets that 
ore two to four spaces away. 

This gives her a great advantage 
over the swordsmen on the field, 
who cannot counterattack at 
that range. However, pay close 
attention to where you position 
Cheripho on the battlefield; if o 
swordsman con move within one 
space of her, they get to attack 
□nd she cannot counter. 



Cheripho attacks from 2-4 spct&s from the 
torget. Use her ogainst melee fighters lo 
oreat advontage. 


The Novice Artolian Sorceress is the leader of the group. Place the 
cursor on her and press (J) to see her spell range. In the initial stages of 
this battle, it is important to ovoid her range until the closest swordsman 
is defeated. Then, use a round to move to the edge of her range. She 
then moves to ottock Wylfred or Cheripho during the Enemy Phase. On 
the nej^t round, move in quickly and defeat her before the remaining 
swordsman can join the fray. Finally, move to the outer edge of the field 
and take out the archer. 





ON TO MARKET MARTEIQH 

Following the bottle at latallogb Weoid, 
move the plume cursor across the World 
Map to Market Morteigk Press® to 
enter the morket and initiate a short scene 
between Wyl and Cheripha. 


'latmjagh Weald . 



Market Marteifirh 

*- O ' A 'i 


Thereafter, the Town menu appears. Visit 
the shop to pyrchose o Sol let and possibly 
Chainmail for Wyl. The Way of Pacificotion 
is 0 worthwhile purchase, since it rs on 
excellent toctlc that con sometimes prevent 
on enemy from counterottacking. After 
shopping, depart ond select Kirche Crossing 
on the World Map. 
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CHAPTER 1 


STAGlos-.KmCHl CROSSING 

tv 


ENGAGE MENT DATA 

Objective 
Sin Sought . 


Desrroy all opposErion, 


130 


SPOILS OF SIN 


RANK A (260t) 

RANK B (259-195) 

RANK C (194-130) 


Golden Egg xl 

& 

The Aft of Rfst Aid x2 

3 

Union Plums x3 

3 

Ambrosia xl 

3 

Might Potion )(2 

3 

Elixir x2 

+Rank B Ronk C ir«mi 

+Rank C items 

— 


STAGE MAP 


% r 


1 r 


LEAIHH 


0 UNION PlUMEil (m) 







ENEMY DATA 


I 1 LOCKSWELL 




NOVICE ARTOLIAN 
ARCHERESS 
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UPHILL BATTLE 


Proceeding up the center of the field is unwise, since the archeresses 
positioned to either side typically attack in combination with the foot 
soldiers. Fortunotely, the walls dividing the area are low enough that 
you may cross them normally. Move over the walls and engage the 
archeresses directly, so they may not support the swordsmen and 
warriors in the field center. 


JT. 

A 






■ . ‘ TARGET 



■ . 

* * *1 ^ 

ir 

1 

■' 

^ • f ■ '' 




m 




Wpye over the walls to attack the archer&sses on sillier side of the long field. 


With both archeresses defeated, make your way up the center to 
engage Lockswell and his two henchmen. Try to draw the swordsman 
and warrior well away from Lockswell, so he may not support them by 
casting spells. With all others defeated, heal if necessary and move tn 
on LockswelL Surround him from the front and back to trigger on Axis 
Raid to increose your chances of winning plunder from him. 



SCORING THE HIGHEST SIN 

Since Ihe Sin sought b so high, ochleving o high rank is much more diicult. Achieve os 
much Sift os possible by attacking foes individualfy until their HP is orr the ropes. Then, move 
into 0 formation end ottock os o group with overkill to score os many Sin points os possible! 


CHOOSING A CHAPTER 2 ROUTE 

Cheriphn mi Lrjckswell join the parly ofter the confronfalion. Return to Market Marteigh, 
but avoid the temptation to buy itenes, A much better selection is just around the corner... 



Choose the "Journey to Shire" option above the Town menu. After Wylfred speaks with 
Ailyth, the scene returns to the World Map. Select Wylfred's hometown of Tourgue to visit 
Tilte. 



When back on the World Mop screen, three new destinotions appear. The destination chosen 
determines your route for Chapter 2. Choosing Hroethe Walk follows Route A, choosing 
Camille follows Route B, and choosing Aullewyn Keep follows Route C. Refer to the Table of 
Contents at the beginning of this guide, and turn to the appropriate section of Chapter 2 to 
resume following fhb guide. 


Hroeti^ 


,e Walk 


Camille 


Aullewyn Reep *% 





































CHAPTER 2 ROUTEM 


Follow this route if Hroethe Walk was your destination of choice on the World Map at the end of Chapter 1. 



‘D'KAMAJIS TIKSONAI 


CHAPTER 2 SHOP MENU 


dorn to destitute fwhks,, Darius wassurmidered fonido ftmrtd^a merchiwn 
house as a boy. He farer rejoin his true house at fifteen years^^^jjlll^i^- 
when his birth'hrotbers began to fall one after another toytjHao^ontagiofi^'^ 
Aristocratic circles spurned him for bis ks s'tha^ nohle uphring^^ 
through military service has he been able to restore a modicum of hhuifto^^ 
his name. He has but a lone friend in Earnest, an elderjutdent o_f ^h^fficers^^ 
Academy who never spoke [If of Dariuss birth nor looked down updii him^^ 




m 








RAPEfi 


2000 


mym 


SWORD 


1200 


LONG 


SWORD 


HALBERD 


2000 


MANyBAlLSTA 


800 




CRYSTAL WAND 


500 


In 


SALIET 


SILVER CLOAK 

CHAINMAIL 


2000 


2200 


GLOVES 


SUEDE BOOTS 


000 


PO SON CHECK 


2000 




FREEZE CHECK 


2000 


DAR us 


THE WAY OF DASH NG 
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CHAPTER 2 SHOP MENU 

THE ART OF BODY OF 
STEEL 



800 


THE ART OF 
EHLIOHTENfVlEHT 

' V r 



THE WAY OF 
PROVOCATION 

i>*i 


1000 



THE WAY OF 
PACIFICATION 


1000 I 



411 u lju 


DWARF TINCTURE 




WARRIOR'S ARCANUM 





ms. 


1500 




f^)y^7/ fcNii^/ir Vi/lijore Ji>jg/rDm a tJfTii distinguished line, 

> idealistic and sincere Earnest dispatched to ArtoUan territory in order 
^ gain the trust of downtrodden serfs waging a rebellion. He and the rebel 
conmanderf Nataiia, have come to share a bond of ft midship that transcends 
rfear to him is Darius, an underclassman from the officers 
(Aca dem y with whom he holds a candid rapport. 



















































CHAPTER 2 ROUTE A 


SPOILS OF SIN 




STAG£ 06 :HROETH£ WALK 


ENGAGEMENT DATA 


RANK A (400+) 

RANK B (399-300) 

' RANK C (299-200) 

FlreTdisniar}x2 

m 

Dwarf Tincture x2 

n 

Elixir xl 

Rjn&Helmxl 


Apothecary's Arcanum x2 

a 

Guard Potion x2 

1 +Ronk B & Rank C 'rterns ' 

I +Rtirk C items 

: — 


























ENEMY DATA 


fXPERIEHCE 


"1 


700 





































ONE TOUGH BIRD ^ 


DEPLOY FOUR 


TARGET 


Slop at the hm of the tollesl rise, and draw the AelEo down Into the flat 
area in order to syrround if for on eoiy victory and Sin galore. 


LET THEM COME 


With three monsters ready to ambush the party at the start, the best 
strategy is not to play into their hands. Instead of moving downfield, 
press ® to concel your ® character's move, and press ® to bring 
up the menu. Select "End Turn" and press ® to end your turn without 
moving or taking action. 


Failing Id accumulate the Sin sought results in an extremely dangerais 
enemy appearing during an upcaming battle. This enemy is sa powerful 
that it cauld change the course ef yotir game. Momlaln control over 
your fate by making sure to accumulate the Sin sought. 


Skip your first turn in order to bring the enemies to you, rother thon walk 
mio an ambush! 


OVERKILL THEM ALL! 


Skipping the first round causes the nearest Skuilfish to advance on the 
party and attack, thus drawing it out of the ambush zone. On your next 
turn, surround the Skuilfish and 
chain together attacks quickly, 
in order to fill the Attack Gouge. 

Score more than 100 points 
to initiate one or more special 
attacks. If carried out properly, you 
should score 1 DO Sin on this very 
first enemy! 


Acrumulatu Sin by inflitting special cruelty 
upon the weaker enemies. 


OPTIONS ARISE 


With Darius and Gwendol joining the heroes os guests, a choice of 
charocters is finally ovoiloble for deployment. Continue using Wylfred, 
Cheripha, and Lockswell, Choose from either Darius or Gwendol to fill 

out the ranks. Note that as guests, 
neither Darius's nor GwendaTs 
equipment can be changed. 
Therefore, Gwendol might be a 
better choice since he can perform 
a special attack, increasing the 
amount of Sin the party can 
acquire per attack. As you'll soon 
realize, the Sin sought per battle 
goes way up during this chapter! 


L 


Gwendal's weapon ollows him to special 
attack, making him considerably more 
atiractivo to place In the party than Darias, . 


The lone Aello hovers above the steepest rise. When the group is 
together, move to the base of the top incline. The Aello flies downhill 
to oftock. Rather than trying to move uphill to surround if, retreat to 
the flatter area, where it is sure to pursue. Then you can more easily 
surround and overkill it. 


After clearing the Highlands, head to (amilie and visit the Tavern, Read the lore titled, 
"The (urse of Camille Hll!" la unlock on optional sub-bottle at (amllle Highlands, This new 
destinotion oppeors on the World Map upon exiting (amille. Undertake the bottle there 
if extra experience h desired. Just be sure to pock some Thaw Waters to cure Freezing 
inflicted by Ghosts. 

After clearing Comitle Highlands (or not), 
return to Comille and choose the option 
'Tour Rebel Comp'' to continue the route. 


















CHAPTER 2 ROUTE A 



44 




























PERCHED ABOVE 


Prior \o starting the battle, note the Ghost perched at the cliffy's edge 
above. Because the Ghost is a floating enemy^ it can drop over the 
side of the cliff to ambush a character below. Given the many other 
enemies near the starting point, moving within its range is not a wise 
idea. Skip your first turn, as in the last battle, and let the nearest 
Ghost come to you. Surround it and destroy it, if it doesn't freeze your 
characters on the first attack. 










,«HiV - 

■It 



'm' 



■i It 

?- 

id. 








Proceed to the upper level, taking out the Mandragora along the 
way. Note on the maps above the location of a hidden The Way of 
Rejuvenation on the upper level. This item is obtained by moving a 
character to the space where it is located. At the end of that unit's turn, 
the item is obtained. The only problem is the nearby Aello that besieges 
the party. Since it should be the last remoining enemy, you cannot finish 
it off until the item is obtained. Until then, spread out your characters 
and avoid using ony special ottacks ogainst the Aello. When the item is 
found, quickly finish it off. 




Like lost time, allow the nearesl enemy to opproodi the porty to e^oid 
letting foes teem up on your characters. 


In subsequent turns, advance and position your characters well away 
from the cliff base to avoid being dropped on from above. Surround 
and eliminate the Aello on the lower level. Then, it's oil right to move to 
the base of the cliff and draw down the Ghost from above. 
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CHAPTER 2 ROUTE A 


5TAGE0S; CAMILLE 

IV 


ENGAGEMENT DATA 


SPOILS OF SIN 


RANK A (760+) 

RANK B (759-570) 

RANK C (569-380) 


Flame Pollcsch x1 

- 


The Way of Evanescence x2 


Spell Potion x2 


Infinity Rod x1 


Magic Bongle xl 


Falchion xl 

+R(rril( B & Rank C ilems 

+Rflnk C ifeim j 

— 



ELEMENTAL EDCE x1 r60%) 


1 


THE ART or FIRST AlO t2 130%) 



THE ART OF FIRST AID i1 (70%) 


ENEMY DATA 


NOVICE ARTOLIAN 
SORCERER 




w Mm 


NOVICE ARTOLIAN 


ARCHER 


HP «iM 

s 


NOVICE ARTOLIAN 
SWORDSWOMAN 








MR 




2500 


CHAIN OF THE AVENGER 
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THE REALMSTALKER 



This battle can prove somewhat challenging due lo the strength ol' 
the enemies and the high amount of Sin required for avoiding future 
repercussions. The best idea is to equip at least two party members to 
perform special attacks in a single siege, thereby easily racking up 100 
Sin points per kill. Since the ob|ective is to defeat the leader, killing him 
before the other enemies could end the battle prematurely. Guarantee 
successful Sin accumulation by saving him for absolute lost. 



Surround and overkill blue haired Novice Artolian Warriors te easily rack 
up Sin. 


TftRGET^Sr 






Failure to accumulate the Sin sought in the first battle of this chapter 
causes a Reolmstalker to replace the enemy nearest the starting point. 
The Reolmstalker is a Lv22 version of Wylfred, capable of taking out 
severol party members in a single attack. If this ghostly enemy appears 
instead of the Novice Artolian Warrior, use a save game to go bock 
and replay the previous battle with better results. If you do not hove 
a save before the first battle of Chapter 2, then your only option for 
survival is to use the Destiny Plume. 


CROWDING THE LANDING 


Other than the Reolmstalker, the only other tight spot is the base of the 
long ramp down to the lower oreo. The enemies surrounding this area 
rarely move up onto the romp to confront the party. Descending to the 
bottom of the ramp allows □ swords woman to attack party members 
from beside the slope. Therefore, you must try to move down the ramp 
in single file, sticking to the outside edge. 



ONWARD TOVlllAlNY 

After the bottle, choose the option "Spook with Ailyth" on the Town menu. When Wylfred is 
finished speaking to fiel's servant, choose '"Go to Nalalia" to engoge the lost battle of the 
chapter. Be sure to stock up plenty of Union Plumes, Poison Checks, and Honeysuckle Dews 
to fight poisoning. 



Darius 

I Leg you, forget vhat you Lave heard here 
this nighti I must carry out my orders at all 
costs. 



















CHAPTER 2 ROUTE A 



STAQE09: EvmmmT 


SPOILS OF SIN 


um A (400-^) 


RANK B 399-300 


RANK C (299-200) 


a 


ENGAGEMENT DATA 


Golden Eggx] 


Flare Crystal x2 


Rune Crown xt 


9 Prime Elixir xl 


iC Crescent 80W xl 




The Way of Mortyr's Cry x2 


Defeat Notolia 


+RGnk B £ Ronk C items 


iRank C items 


STAGE MAP 


LUDER {NATAIIA) 


TREASURE HUNTER vl im%) 


FLARE CRTSTAL xl (30%) 


FLARE GEM xl 70% 


THE ART OF GRAVE BLESSING xl (100%) 


ENEMY DATA 


1 NATALIA 


RCENARY 




HP Ale III 




SPECIAL MilJJJIUMfg; fl 


^ 3450 


1 3 PICKPOCKET HP, 


%= 


li 

■SJQT^one mmmwmHi ?soo ^ 

Bny 1800 1 

^ AW 


NONE 2000 gmy 1100 


NOVICE MERCENARY 
SORCERER 


HP jpiiTii 




y/ALl la : 14 >1 

gmy i MT UMF 2S00 g n y 2soa 

CHAIN OF THE AVENGER 


HONE 


2300 


000 


<2^ JTHMlJ’fjy 20QQ Mi!i 2S00 

f CHAIN OF THE OFFERING 



























































ATTACK FROM ALL SIDES! 


Failure lo nneet \Uq extremely high Sin requirements of the previous 
bottle means ihottwo Realmstalkers replace !he common enemies in this 
stage. Between the two of them and Natalia, you don't stand a chance. 
Someone must be sacrificed to the Destiny Plume if you have any wish to 
continue your game. 


Natalia is an unforgiving leader who gels to special attack on every 
turn. Use Union Plumes wisely by positioning the character using them in 
such a way thot the returning character comes back with an advantage. 
After reviving fallen allies, try to surround NatalEo. During the attack, 
execute actions quickly and precisely so that every hit lands. Build the 
Attack Gauge to over 100, then try to perform two special attacks 
within the same siege. If Natalia survives to fight another round, she'll 
make you sorry for itl 


Reoimstalkers appearing in the tmt ^togs as Notalio require use of the 
Destiny Plume to overtome. 


To avoid instant massacre, navigate away from Natalia. Attack the 
sorcerer positioned behind the party, then allow enemies to come from 
the sides. When clear, fight your way over to Natalia's position. 




Do not posilioti your diorottors in the swoinpy woters unless they 
□re equipped witfi a Pobon Check. Iln protected chqracters con true! 
poisonitiq from the swomp ond groduolly fosc HP. This leoves o 
charqcler equipped svrfh q Pqfsqo Check free to onthusk efienrres from 
the water, where they will not follow. 



























CHAPTER 2 ROUTE B 






pr 


Follow thi 


i route iF ''Camille'' was your destinaffon of choice on the World Mop at the end of Chapter 1. 



^DRAMATIS PERSONAE 




After losing her lover to the Qreat Famine, Kauilia deaded to take up amis an d lead the se rfs w 
rebeUwn against the despotic regiinc that left them to starveiAided by ViUnorei^J^vva^k to 
turn an angry rnoh of untrained farmers into a formidabk insurgency^ 

Behind her fiery temper and stoicism lie deep'scatedfeelingsofselffoathin^^ re^ctoy 
abandoning her children. 



STAQElo: CAMILLE 


SPOILS OF SIN 


RANK A (640+) 


RANK i (639-480) 


RANK C (479-320) 


[)warf Tincture )t2 


Elixir x2 


Crescent Bow xl 


MESl 


A 


Rune Hebxl 


Apothecary's Arconum x2 


Guard Potion x2 


Destroy oil oppositior 


+Ronk B & Rank C Items 


+Rank C Items 


STAGE MAP 


THE WAY or 




HOUfYSUCKLEDfWiil 80% 





































ENEMY DATA 



Wyffred's lo join a desperate struggle for dignity in CarnlUe. 


Natalia 

The Ung of Villnore sympathizes vith our 
oause^ and sends his fighting men in support! 
Together we fight—for freedom! 


IMAXIMUM SIN 


The party can score up to ] Q0 Sin points by 
defeoting a single foe. The key ts to oftack 
foes individually, then as a group. When g 
foe has been weakened to the point where 
he/she Is kneeling, try to surround him/ 
her in c siege formation. This odds bonus 
poinis to the Attack Gauge. Strike in fost 
comhinotlans without missing to raise the 
AHack Gauge to 100, so sr^meone in the group can perform a special ottack. With any luck 
and tie proper equipment, one special attack should raise the Attock Gouge to 100 ogoin, 
allowing for a second one In the some turn! 




NOVICE ARTOLIAN 
LANCER 


CV 


500 



NONE 


NONE 

mm 

m 


EXPERIENCE 


NOVICE ARTOLIAN 
ARCHER 



NONE 


NONE 


EXPERIENCE 


NOVICE ARTOLIAN 
WARRIOR 



HONE 


NONE 


NOVICE ARTOLIAN 
SWORDSMAN 


wESSWf 

NONE 


NONE 


EXPERIENCE 


EXPERIENCE 


NOVICE ARTOLIAN 
SORCERESS 


320 

NONE 

NONE 

100 


EXPERIENCE 


AID THE REBELLION 


SLOPE EXPOSURE 


In "Chapter II, Right of Way," Wyffred and his allies join the cause of a 
band of rebels fighting against the Artolian empire. As the army moves 
in to quell the uprising, the chopter begins with a challenging battle. 


In your next turn, descend oil the way to the bottom of the slope. In 
fact, get off the slope if you con, and fight the troops on the flat surface. 
Position Wylfred in the center of an enemy cluster, so he moy assist in 

several turns. Kill at 
least two or three of 
the enemies gathered 
at the base of the 
slope to lessen the 
retribution during the 
next enemy phase. 
Position Lock swell 
and Cheripha so 
they are involved in 
every attack. 


Position Wylfred In the midst of sevirol enemies, sn he moy 
help Cheriphn nod Lnckswell destroy them In subsequent 
turns of the same round. 

^ -- - 


The strotegy here is simple enough: wipe out the closest enemies, then 
descend the long slope. When descending, avoid Initially moving your 
units any further than 
two or three spaces 
down. This prevents 
the archer on the 
lower level from 
ombushing you from 
the side. He con, 
however, still use his 
Sap Guard tactic to 
weaken the RDM and 
RST of one character. 




iValkthrougb 

















































CHAPTER 2 ROUTE B 


KBSJOCK THE REBELS 




® T avern 


I The Curse of CemiHe Hill 


People talli of ghosts sighted over the 

: -F ^ ■ 

battlefields in the highlands of Camille " ■ 
that haunt th^^inity. Theories of their 
origins vary^S^e say they are tormented 
warrior souls from the Battle of Camille 


Storting with Chapter 2, the ntrnimvm Sin expected \% no laughing 
mutter. Failure la score the minimuni Sin causes "Reulmstulhers" 
la replace certain enemies in subsequent battles in the chapter^ 
Realm stalkers are advanced enemies^ nearly impossible to kill or 
defend against without using the Destiny Plume. Keep the difficulty 
level manageable by scoring the Sm sought in every battle. 


When finished equipping new geor, choose 'Tour Rebel Camp" on the Town menu to 
continue to the Stage 12 battle. 


THE HIDDEN SKILL 


The Way of Re[uvenatiart can be obtained by stopping on a certoin 
spot at the back of the mid-level rise. Refer to the grid (previously In this 
section] to help you determine the exact space. In subsequent battles, 
one of your characters can learn this skill and use it to increase max HP 
by 20 % for five rounds. 


A skill tome is hidden nt the back of the middle rise. Stop an I he spnce to 
obtain the item at the end of your turn. 


DEFEAT THE LEADER 


The lead sorceress fends fo remain in position even as your allies close 
in. Ascending the rises mokes surrounding her o bit difficult, but even o 
series of headnon attocks should suffice. 


Following the battle, the scene shifts to the Comille Town menu. Use the shop option 
to purchose better equipment for your chorocters. Whatever you decide to buy moke 
sure thot at leost two chorocters have weapons that allow br special ottacks. Get a few 
oddltionol Union Plumes and Warrior's Arconums to aid in survival. Purchase quantities 
of the extremely useful skill The Way of Dashing ond teach it to each of your chorocters 
whenever funds allow. Dashing is a most in order to win the last battle of this chapter. 
Poison (heck accoutrements also prove useful, when affordable. 


Visit the tavern to read gossip and lore pertaining to story events. Reading lore marked 
with aopens new optional sub^battles. For instance, viewing "The Curse of Camille Hill" 
opens on optional side battle. Exit to the World Mop to soe that Camille Highlands becomes 
a destination. Go there to engoge in a bottle for extro experience and items before 
proceeding with the main story. 
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SIAQtii: CAMILLI HIGHLANDS 
(Sm-'BATIfE) 


3 GHOST 


ENGAGEMENT DATA 

Objective 





ENEMY DATA 


1 AELLO 


NONE 1800 1000 



2 BATTLE BEETLE 


2250 eiTfff 800 



0 zooo CDir 


A ROUGH START 


The Battle Beetle near the character's startmg point can prove to be 
somewhat devastating in the first round. If Wylfred has the Dash tactic, 
use it to position him beside it in his first move. Then, move Cheripha 
and Lockswell into place to initiate a siege. Without Dash available, 
use Wylfred's Vali's Awakening tactic to bear the brunt of the beetle's 
attack safely and survive the first round. If the beetle is defeated, spend 
your remaining characters' turns healing in preparation for the Aello that 
swoops in during the first enemy phase. 



in flirts severe damoge in the first roynd. 

I I m ■■■II !■ a 


NAVIGATE A WIDE ROUTE 

Hotie the GhDst on the upper level. Moving too near the bose of itio cli$ uhm the Ghost to 
float down ond ottcok from obove. This moy allow the enerities to ottock your chorocters in 
combinatiofi, which is deodly. 




STALLING THE END 


A skill tome is hidden on the far side of the upper level. To obtain it, 
move a choracter with the Dash technique toward it as fast as possible. 
Meanwhile, your other characters must contend with the fast remaining 
enemy, most likely 
an Aello, Attack the 
creature until it is 
weak, then spend 
your turns healing 
until the choracter 
that is dashing 
obtains Tbe Way 
of He I u veil af ion. If 
the weakened Aello 
attacks before you 
have the item, cancel 
your return attack 
by pressing the Start 
button. 



Surreynd the Aello, but don't kill it until o chorutter dashes 
. to the hidden item's locotton. 



























CHAPTER 2 ROUTE B 


STAG'EiZ-.ZVEKNlGHT 

tv 


SPOILS OF SIN 


RANK A (540+) 

RANK B [539-405] 

RANK C [404-^270] J 


Flame Palhsch x1 

# 

The Woy of Evanescence x2 

ft 

Spell Potion x2 


Infinity Rod xl 

d: 

Mogic Bangle x1 


Fokhfon xl 

PKRonkB& Rank C Items 

+R£ink C Items 

— 



STAGE MAP 


^ —-2:“ 


i- 


ENEMY DATA 


1 DARIUS 




NOVICE MERCENARY 
SORCERER 


hpmEl 


4 CUTPURSE 




NONE 




WARRIOR 


hpMhT 
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The party starts off in a poisonous swamp, surrounded by a mixed 
difficulty of enemies. Going by the route illustrated on the previous 
page, the best tactic for surviving the first round is to move your 
characters to the top right edge of the map (according to the default 
angle). Characters with long-range attacks can finish their turns by 
attacking the Cutpurse and warrior located nearby. For Wy If red, use of 
Vali's Awakening is preferable to the Dash tactic. In the enemy phase, 
foes positioned at the sides of the map move inward but cannot attack. 



Finish off the Cutpurse and warrior, and begin attacking foes that 
moved into the center of the field last turn. After another round, the only 
enemies remaining should be Darius and the lancer accompanying him. 



The lancer stays beside Darius until the party is literally crossing the 
bridge between the center and the side area. The best strategy is to 
move from the upper center, all the way across the bridge, and defeat 
the 1 oncer over a series of turns. 



Unfortunately, this gives Darius a chance to attack during the enemy 
phase. With his special attack, he is capable of killing an ally. Use a 
Union Plume to restore this character immediately. Don't worry about 
healing; if Darius survives, he kills this character again anyway. Instead, 
surround Darius on four sides in the Grand Cross siege formation. Chain 
together attacks without missing to drive the Attack Gauge up to 100, 
then execute one or two special attacks to finish him off. 



































CHAPTER 2 ROUTE B 




STAGE MAP 


THE ART OF GRAVE ILESSIM il 


EXPERrS EXPERIENCE x1 OOH) 


ENEMY DATA 


3600 


2000 


5000 


mm 


1 HEUGOE H 

ATTACK Defense experience 


, 1 JB 

NONE HONE 2000 I 


ADEPT ARTOLIAN 
ARCHERESS 


ADEPT ARTOLIAN 
SORCERESS 


'NONE 




i’"AnACK 


ADEPT MERCENARY 
LANCER 






REALMSTALKER 
fANCEL LV23) 


2000 Cffir 2500 
CHArn OF THE OFFERING 


] 




Sin Sought 


41^Ei3; AULLIWYN SQUAKl 


ENGAGE MENT DATA 

Objective 


SPOILS OF SIN 


RANK A (500+) 

RANK B {499-375) 

RANK C (374-250) 

A 

1 Rune Crown xl 


The Way of Mortyr's Cry x2 

□ 

Flare Cryslol x2 


Treasure Hunter x1 


Prime Elixir xl 

1 

Expert's Experience xl 

l+Rank B 1 Rank C Items 

■ +RtinkC Items 












































DASHING BECOMES CRlTjm> 


Prior \o heading to Aullewyn Keep 
for ihe final battle in this chapter, 
stop by Camille and purchase The 
Way of Dashing for all of the 
characters who don't know it yet. 
Wylfred, Cheripha, and LocksweJI 
must all possess this skill to hove 
any hope of winning this battle. 


JiL Depfoyment 

® T |( 

(ReirtffTeJ 


^ Wylfred 



^ Cl»rjph4 

1& 



16 



IS 






[ Purchcise The Woy of Doshlng and leach 
t to your three main characters, 

m ________ 



DEPLOYMENT ORDER 


The party needs to move up the field very quickly to prevent Natalia's 
imminent death, or the game ends. Given the strength of the lancer 
ottacking her, Natalia will die by the end of Round 4. The party must 
be carefully ordered to ensure that everyone moves to the right location 
during the first round. Prior to engogement, rearrange the porty in the 
deployment screen in the following order: 



^Wylfred 
^ Lock swell 
Cheripha 
^ Earnest 


THE RACE 


Examine the grid on the previous page, which Illustrates two routes to 
take from the starling points. During the first round, do not attack any 
enemies, Insteod, move Wylfred, Lockswell, and Cheripha as far up 
and to the left os possible. Position 
Locks well nearest the single space 
gap between the center and the 
archeress on the side of the field. 

Then, move Earnest up the left 
side of the field and attack. Falling 
within attack range, Lockswell ond 
Earnest should be able to eliminate 
her in a single turn, 

. Move Earnest nlang the side of the map, 
so the archeress there is caught between 
[ him ond Lockswell. 

^ ^ ^ ^ _ 



UNBLOCK THE PATH 



; The same strolegy that worked against 
■he archeress also helps remove the 
j^wordsmon bjockirrg the path irr Round 2, 


Retribution during the first enemy 
phase is going to be rough. By the 
time your next turn rolls around, 
two charocters may be dead, and 
the rest may be wounded. Also, a 
swordsman typically moves down 
fo block the single-space path 
running around the left side of 
the guillotine platform. This 
is easily dealt with by taking 
Earnest's turn first. He and 
Lockswell should be able to take 
out the swordsman immediately. 


Lockswell, Wylfred, and Cheripha can then move up the field and Dash. 
If Cheripha is dead, use Earnest's turn in the next round to move and 
use a Union Plume. Once Lockswell is in range, have him heal Natalio 
from the side of the platform to buy extra time. 




^ KILL THE LANCER 




With two more doshes, WylFred 
[and hopefully Lockswell] should 
be oble to reach the back of the 
guillotine plotform by the end 
of the Round 3 ally phose. A 
sorceress may get in the way, 
but ignore her. If Natalia is not 
healed, Wylfred must be in 
position to finish off the lancer at 
the beginning of Round 4, or the 
mission is a failure. 



HEUGOE AHACKS! 



When the lancer attacking Natalia dies, Heugoe moves in to attack. 
Between his multiple hits and special attack, he can most certainly 
wipe out a character. At the beginning of Round 4, use Wylfred's Vali's 
Awakening skill to convert him into a one-man roadblock between 
Natalia and the enemies pcHoling ot the bottom of the platform. Have 
Earnest continue moving toward the platform steps, using Union Plumes 
to resurrect Lockswell ond Cheripha as needed. Don't focus on heoling; 
use their turns upon revival to 
move to the back of the platform 
and attack enemies in combination 
with Wylfred. Wylfred's best move 
in the subsequent round is to use 
a Warrior's Arcanum, or receive 
healing from Lockswell, to fill out 
his increased HP; the better to 
withstand and hopefully survive 
Heugoe's next attack. 








.. TARGET ' ^ ' 

t- 

■ © ' 






n 


r 

Wi 


Fight in pairs to dispatrh the enemies trying ta reoch the 
' back of the guillotine platform. 

m-. --_ _ __ 



After defeating 
Heugoe, Wylfred and 
Lockswell should be 
able to clear the rest 
of the foes from the 
bock of the platform. 
Cheripha and Earnest 
should be well-suited 
to block and take out 
enemies pursuing 
the party along the 
left side. 


FALL BACK ON THE PLUAfF 

Though this is how the bottle is supposed to he fought, the challenge moy still be too much, 
Ihe hottie is difficult even iu a replay gome with better equipment ot your disposol. Firsh 
time players moy need to use the Destiny Plume to sacrifice on oily, allowing thot person to 
bulldoze through ottotking enemies ond eosily reoch the plotform. 




























CHAPTER 2 ROUTE C * 


Follow thfs rouJe if "Aullewyn Keep" wos your destination of cKoice on the World Map at the end of Chapter 



Along with her fw/ti brother, Mischka, in tow, MireiUefled the orphanage in T\4uc^tl^nvo werej\ 
raised after they uYrt' auctioned off separately as slaves. The pairjnanagedjiTslmive 
whatever wares passed through their innoeenr hands to mercenaries o n the birtt lefieldftnanfof ^ 
whom were more than willing to regale the twins with grim tales d ndj^d^ n^ ff tfiei^ad^ 
They soon took sword to hand themselves, and devoid of any moralizing influenceTpossasn^ 
ethical compass other than their otvtt iwri’/vfl/. 






MISCHKA 


Mischka sjntirfworld consists solely of his twin sister, MireHle, his every wish devoted to her 
hap piness, she is th e only family for whom he has ever cared, never giving a second thought to the 
pa ren ts who abandoned the two of them as infants. 


^DRAMATIS PERSONAE 

































5TAaEl4.-EV£JlMaHT 




ENEMY DATA 


I GHOST 




hS> 


2 AELLO 




NONE 


3 GHOUL 


cnf#aw 


4 SKULlFiSH 




A CHANCE TO EARN EXPERtENS 


After the initial scenes, visit the tavern and read the new lore. View "Evil 

in Fvernighf" i^o unlock Jkis bonus bc3ttfe set at the Evernlght poisonous 

swamp. Prepare your choracters by equipping them with Poison Checks, 
available in the shop for 2000 Oth. Also, buy the best new equipment 
available, as long 
as It still allows 
your characters to 
do special attacks. 

Purchase The Woy 
of Dashing and 
The Art of Body of 
Steel for as many 
characters as you con 
afford, ond get the 
remaining characters 
up to speed with 
your eornings from 
subsequent bottles. 





WATCH YOUR STEP! 


During the first turn, spread out 
and attack the two Ghouls to either 
side of the storting position. Melee 
fighters such as Wylfred and 
Heugoe can advance on the Ghouf 
above; while ranged attackers, 
such as Cheripha and lockswelt 
con get the jump on the one 
floating over the poisonous swomp 
water to the left. 


m 






Over&iS'! 


The Ghauls should prove much eosier to 
eliminate than they were in the Prolope. 


The nearby Aello moves in to attack during the enemy phase, and 
all other enemies advance. Bring Cheripho and Locks well down to 
Wylfred's and Heugoe's position, and attack each foe as a group. 
Avoid moving any members too far ohead or outward. Let the enemies 
come to you, and form around them on your turn. 


























CHAPTER 2 ROUTE C 


STAGEls: CAMILLA HIGHLANDS spoils ofjin 



4 


STA< 



\& 

THE WAY OF RUUVIIMTIOH 



r - 









MIGHT POTKm xt m%} 


sig 



M 


ENEMY DATA 


V-^'- . ---. 


NOVICE MERCENARY 
SWORDSMAN 


2 CUTPURSE 




^NONE 




NOVICE MERCENARY 
WARRIOR 


NOVICE MERCENARY 
SORCERESS 


HP«iri: 


HONE 


f^^caansf H50 giiy68oj 


HONE W 


y 910 




NOVICE MERCENARY Vt 

ARCHER ’> 
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During Round 1, move all of \he characters left and attack the lone 
archer in the akove below the cliff. Finish him off in Round 2 and 
emerge from the alcove to confront the warriors who have pursued you 
into the corner 




RILE THE CUTPURSE5 



Continue up the slope, defeating all other enemies. A wise strategy is 
to lure the Cutpurses to the lower level A good way to achieve this is 
to move Lockswell to the base of the cliff and cast a Fire Storm spell on 
them during his turn. They begin moving over to the "stairs" during the 
next enemy phase^ and descend to attack the party on the next turn. 
Eliminating them isolates the leader on the upper level. 


0 











Positiun bckswel! at the hose of the cliff ond cost Fire Storm on the 
Cutpurses above. In reacliori, they came dawfi from the cliff to fight, 
isolating ihe laoder. 


0 



DASH FOR THE ITEM 


For the next few turns, move one character toward the hidden 
The Way of Rejuvenatian on the for side of the upper ledge. 
Meanwhile, surround the leader with your other characters. Do not 
attack him; only reciprocate when he attacks. If his HP gets below half 
before you find the item, press Start to skip attacking him back when he 
strikes. When the item is finally in hand, your other three characters can 
toke him down. 


Move one character over to grab the hidden item while the others potienlly 
surround the leader and wait. 
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CHAPTER 2 ROUTE Cy 


STAQ£i6:HK0£TH£ WALK 

ii 


ENGAGEMENT DATA 


SPOILS OF SIN 


Objective 

1 Deitrcy all opposiliofi. 

Sin Sought 

340 


RA 

NK A (680+) 

RANK 8(679-510) 

RANK C (509-340) 

] 


Flame Palla^h xl 

n 

Ambrosia xl : 

m 

The Way of Evonescence x2 

1 


Infinity Rod xl 

i 

^ogit Bangle xl i 

s 

Spell Polion x2 


+Rank B & Ronk C Itenis 

4 Rank C Ifeirii 

— 



fir 

Sr A 









































































REALMSTALKER 
fWYlFRED LV22) 


EXPERIENCE 


REPORT FOR DUTY ' 


DESCEND AND SLAUGHTERS 


Heugoe is not ovoilable lor this bottle, so choose whether to deploy 
Mireille or Mischko. Both ore guests, meaning their weapons ond skills 
cannot be changed. Mireille is probably the better choice^ since her 
default weapon enables special attacks during a Soul Crush. 


Deployment 


® f i 

(D 

d) h 
® h: ! 


(Reinove) 
(Y'j V/ylfred 
Cheripha 
Lookswll 
Mireille 
Mischha 


. Mireille k the obvious choke for this first battle, Miscbko proves more useful ^ 
icier when he is equipped with c wenpon that enobles his spenol otlock. 


!■ Mine- 


Heal CodeK 

Qmard Reinforce Codex 
Frigid Daillsel Codex 
Dwarf Tincture 
Warrior's Arcanuin 



1 k d *7 1 1 


^ 600 1 
none I 


NONE 1 



I 

1300 1 


Return to Aullewyn Keep, The mercenaries in the next battle wear armor 
that is strong against fire and weak against ice. Therefore, purchase 
the Frigid Damsel Codex prior to engaging this battle, and use it on 
Lockswell to teach him the spefl. Remember to buy The Way of Dashing 
and The Art of Body of Steel for all party members and teach it to them. 


Use of Dash an the first turn makes surrounding the nearest warrior 
easier in the next round. The enemies all make their way uphill, 
so simply wait for them to move into the midst of your crowd in 
subsequent rounds. 

Surround them in 
siege formations to 
score high amounts 
of Sin, and also to 
eliminate them and 
reduce the enemy 
numbers before the 
next enemy phase. 


tSELECT 


Use the Fhgib Damsel Cooex to teocb Leckswell an Ice- 
spelE is extremely helpful in the next two battles. 


spell. This 


When you are ready to continue, select 
"Report to Duty" on the Aullewyn Keep 
Town menu. Then, proceed to the battle 
at Hroethe Walk. 
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CHAPTER 2 ROUTE C 



STAGny.AUlLlWJN SQUAZE 


SPOILS OF. SIN 


ENGAGEMENT DATA 


UADEA (EAltNfST) 


ENEMY DATA 


ADEPT MERCENARY 
LANCER 


1 EARNEST 


EXPERIENCE 


EXPERIENCE 


EXPERIENCE 


Objective 

Def&cil EarnesL 

Sin Sought 

250 




\ [ 

J 1 




3 E 



RANK A (S00+) 

RANK B (499-375) 

RANK C (374-250) 


m 

Rune Crown x2 

M 

Treasure Hunter xl 

0 

The Way of Martyr's Cry x2 

1 

□ 

Expert's Ex|>erieuro xl 

□ 

Prime Elixir xl 


Flare Crystal xl 


1 + Bonk B & Ronk C Items 

+Ronk C [tems 

— 













































TAKE THE HIGH GROUNDj 



EARNEST 






Following the illuslroted route, use the first two rounds to move oil 
your characters onto the central pJatform. Position them in front of the 
guillotine, in the center, away from the stairs. Severof enemies neor 
the starting point pursue the porty onto the platform. The single-space 
stairs force them into a funnel, making them easy to surround and 
slaughter. Once the initial three or four enemies are slain, you must 
then descend the platform ond move around the right side of the map 
to confront Earnest. 


Unlike other final Chapter 2 battles in other routes, there is no trick 
or trap to this one. Eornest is just an extremely troublesome enemy, 
especially for first-time players with low-grade equipment. The key is 
to eliminate os many of the other enemies cs possible, or leove them 
wandering around the back of the plotform. Move Lockswell or Cheripho 
to the bock of the platform and attack Earnest to Incite him. Continue 
hitting him with long-range attacks as he comes oround the platform. 

Once he ascends to your level, surround him or all four sides in a 
Grand Cross siege. Execute three or four special attacks in one Soul 
Crush. Unfortunately, his HP is so high that he will likely survive this and 
subsequently KO o chorocter with his own special attack. He does the 
some to another character in the enemy phase. Use your first two turns 
to revive both deod characters. Without heating, surround him again 
and siege him one more time to win the battle. 


The other strategy is to 
move all characters to the 
right corner in your first 
turn. Defeat the enemies 
that approach, then move 
to the upper left corner of 
the map. Vanquish 
enemies that 
then move down 
side of the 



















































Follow lhi$ route if the Destiny Plume remained unused during Chapter 2. 

DRAMATIS PERSONAE 


CHAPTER 3 SHOP MENU 


I Sinclair Saber 


Silver Cltjak 






Suede Boots 
Cofse Chetk 
Freeze Check 




2m 


2000 

2000 


Poison Check 


me An of Resist Mooit 


000 


Viking Sword 


Clcymore 


'Handed Sword 


2500 


Gaurhe 


2800 


R apid Crossbow 
^anuballisfa 


Lalus Wand 


Cryslal Wand 
Iron Helm 


Crown 


B5 


Noble Cloak 


2800 

2000 


ROSEA 


rKal^h^ht churc h bouse on whose steps she was left as an infant^ was 
4esse4 with th e Q;ift of tnystieal powers from an early age. Her gifts did not go 
" unnoticed by the ro yiil court, and once of age, she was promptly summoned to 
as court 




^After controversy forced her from her post, Rosea chose to roam ArtoUas lands, 
bringing yital re lief to its impoverished peasantry. In gra titude and reverence, 
the people have dubbed herfthe Saintess Kosca'' 


\ Chairtmoil 


I Goitntlels 700 

I bather Gloves 1100 


[ Silver Greaves 

I Leother Boots 1300 f 


66 





















































CHAPTER 3 SHOP^MENU 


Honeysuckle Dew 

. LL£ Z 

Pggri Gross 

Cockatrice Egg 





1 Bragi's Song 



1 HolyWoter 


ISO fj 


The Way of Dashing 


The Way of Provocation 


The Way of PacificoliDn 
The 4rt of Body of Sleel 
The Art of Enlrghlenment 
Fire Storm Codex 


Baa Lightning Bolt Codex 
Frigid Domsel Codex 
Reinforce Code 


SOD 


1000 

r:: 




1000 i 


Might Reinforce Codex 


Invoke Feother Codex 


500 




Hea Codex 


1000 


Goord Reinforce Codex 


000 


Apothecory's Ar con 
PH^Worriof's Arcon um 




pgnu; 


Fairy Tincture 


2500 

1500 


Dwarf TIncrure 


P y Union Plum e 


200 




Earth Ward 




USHIO 


500 




Thaw Water 




Fire Word 




Sacred Gein 


800 


Frost Gem 
Flare Gem 
Poison Gem 


SLe!^ 


200 










Native of a distant land who washed a shore on ArtoUan soil as a chiU aftcthi^ 
ship was lost to a storm at sea. There, he VeJcued b y the cctm amtmuTffljJ 
Cennair, u'/to had merely gone to surve y the arm^. Relations did not af tn^ 

^ time exist between Art alia and the Ya m r? d so the o^a y f tj7g ri? n tl 

I Ushio to his horneland.Sir Cennair successfuU y convinad all involved tndtj 
the boy s welfare %'ould best be served if he h imself were to raise h impand sojt^ 
to pass. 




5 ^ 


On reaching his fifteenth year, per Yam ato tr adition, Ushioj eft SirSet^n airs 
ward to set forth on his swordwalk^ 

























































































SJAGllS: MARKET MAKTEIGH 

tv 


ENGAGE MENT DATA 

Objective 
Sin Sought 


Delray all oppositian. 


SPOILS OF SIN 




RANK A (340+) 

RANK B (339~2S5) 

RANK C (254-1701 I 


The Way of Regeneraffon v2 

^1 Sacred Cryslal xl 

□ 

Elixir x2 

B 

The Way ofTmnspasifion xl 

1^1 Shadow Crystal xl 

□ 

Witch's Arcanum xl 

1 f Rank B & Rank C hems 

1 +RonkC Items 




ENEMY DATA 


LIZARD 

MAN 


. 4 ^ ^ 







] 2 hellhound 
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CONFUSED PURPOSE 


The day is just like any other for Wylfred, preventing monsters from 
attacking citizens, when along comes a samurai named Ushio looking 
for a piece of the action, Ushio joins as a guest, which means you 
have no control over his skills and equipment. For this reason, an older 
character may be preferable in your deployment. However, this first 
battle of the chapter is easy and provides Ushio good experience. The 
strategy doesn't change whether you deploy him or not. One change 
that does help is to set Lockswell's attack to Frigid Damsel, 





TAKE IT TO THE ROOFTOPS 


Four enemies; tbotts it. Move forward and engage the nearest Hellhound 
with every turn. Upon destroying it, render some damage to the other 
before the round ends. Finish 5t off in the next round, and then move to 
the base of the stack of crates that form a stairwoy to the rooftop. The 
other two enemies swoop down to attack, making them easy to surround 
and destroy. 




i' 

It 


k 



lihilkthrough 














CHAPTER 3 ROUTE A 



sjAGtiy the lotus maush ('sub-battle) 

IV 


ENGAGEMENT DATA 

Objective 


Destroy ail opposition. 






LEADER 



ENEMY DATA 
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GUESS WHArS FOR DINt^E 


In the tavern at Market Morleigh, read the lore titled "Flowery Grove" 
to unlock the Lotus Marsh sub-battle on the World Map. In the first turn, 
move your party to the upper corner of the map, allowing your ranged 
attackers Cheripho and Lockswell to damage the nearest Skullfish. 
Wait for the monsters to attock during their first turn, then decimate the 
leftovers. Work your way down the top angle of the map toward the 
location where a Supreme Crown is hidden. This helm makes the 
side trip highly worthwhile. 


TARGET 












Ih neoresl Skullfish should be easy enough to toke down with 
attacks. 




With the hidden item discovered, move across the center of the mop 
heading down right (according to the default angle). Wipe out the 
remaining fish and call it o day Time to wosh your hands and get ready 
for supper; we're having seafood tonightl 










CHAPTER 3 ROUTE A 


STAG£20: THE RUINS 


ENGAGEMENT DATA 


SPOILS OF SIN 


RANKA(4aO+) 

RANK B (479-360) 


Frostbane xl 

i 

The Way of Stolking x2 , 


Grasida xl 


Skrep xl i 

+l!Qnk B & Rank t Items 1 

1 +Rank C Items 


RANK C (359-240) 


Earth Talisniart xl 


Prime Elixir x2 



ENEMY DATA 



REALMSTALKER 
(REINHILDE LV30) 
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IN A TIGHT SPOT 


Prior to visiling The Ruins, purchase a few HoneysucUe Dew(s) to cure 
poisoning. This mission involves another tricky rescue wherein Hie 

heroes must wipe 


out enemies before 
they kill Rosea. She 
con heo! herself, but 
seenrts unable to cure 
her own condition 
if poisoned. During 
deployment, assign 
two melee fighters 
and two ronged 
attackers to the party 
for perfect balance. 






I Use Dash to move pmt the W11 ho'the-Wisp, as for up the 
l^ield as you con get. 



SEPARATE TO CONQUER^^ . 



Beginning with Round 3, it's time for your ranged ottockers to take out 
the Wilho'-the-Wisp still remaining. Meanwhile, move your two melee 

fighters into the 
two spoces of the 
entrance to the side 
oreo, trapping the 
remaining vampire 
in that room. Though 
he may attack in 
subsequent rounds, 
hold him there until 
your ranged attackers 
have token care of 
everything else. 


Rosea stands in the center of the 
main area, and does not move 
throughout. The party is a long 
distonce away, so hove everyone 
use Dash their first turn. If you 
work out your moves ond dashes 
correctly, the lost person con 
trigger o group ottock against 
the neorest Wlll-o'-the-Wisp, 
end hopefully eliminate it with 
special otfacks. You must succeed; 
otherwise. Rosea Is sure to die 
before you con get to her. 



THE PAIN BEGINS o 


During the first enemy turn, a vampire and a Will-oMhe-Wisp attack 
Roseo and leave her half-deod and possibly poisoned. You should be 

able to move your 
two melee fighters up 
to the vampire and 
attack twice. During 
the second assault, be 
sure to trigger one, 
if not two, special 
attacks to lake him 
under, or you wonY 
get another chance. 



This leaves o Will-o'- 
the-Wisp within range 
of Rosea, but out of 
your attack range. 
Prepare her for the 
next enemy phase by 
moving your lost two 
characters in range of 
her and administering 
Honeysuckle Dew. 

She heals herself on 
her turn. 













^ 




I ^qrget Rosea with items ta heal her or ey re h&r of poisoning 



CLEAR AND GATHER^' 


With the Will-oMhe-Wisps gone ond the vampire contained, split up 
your ranged attackers 
and dash to the 
two hidden item 
locations: there is o 
Nectar Patian on 
the left side of the 
mop (when at the 
default angle) and a 
Spell Potion in the 
lower room. Dash for 
several rounds until 
you obtain both items 
and rejoin the melee 
fighters. 




HIGH SIN 



When the party is together, move into the room where the vompire is 
trapped. Surround him on four sides if possible ond execute o Grond 
Cross siege. Try for three or four special attacks in one go to take him 
down with on extreme overkill. If he manages to live, he will siphon 
health from o character and move awoy. Encircle him and try ogain. 



























CHAPTER 3 ROUTE A 


i 





SAFETY BOOTS j[2 {30%) 


LEAOER 


SAFHY lOOTSjtl (70%) 


VALOR GMIHTLLTS {10%) 


ENEMY DATA 


DRAGON 


S2S0 

WBM # 


mm 

NONE 

1 EXPERIENCE 

mm 

5500 

4000 


EXPERIENCE 


5TAGE21; ARTOUAN PA5S 


ENGAGEMENT DATA 

Ob|ective 
Sm Sought 


Oesiroy oEl 


STAGE MAP 


THE WAT Of REJUVENATION 


SPOILS OF SIN 


RANK A SOM 


RANK B [m-Z7S) 


RANK C (374-250) 


n Ttie Art qF Training xl w The ArroFEody of Sloel x 1 


Witch's Arcanum x2 


^ FAight htLon x2 


^ Elixir k2 


O Mirage Robe xl 


4Raf]k B & Rank C [ferns 


+Rank C hems 
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REALMSTALKER 
(AUGUSTE LV30) 



^\r 


o 4800 

CHAIN OF THE BENEVOIENT 





STOCK UP FOR TWO 


This battle and the next must be fought in succession without a break 
to return to the shop. Therefore^ purchase several Pearl Gross and 
Holy Waters, and equip all of the characters you intend to deploy with 
Poison Checks or Curse Checks. The best ideo is to use characters with 
good skill sets and better equipment; leave Roseo and Ushio out of 
the lineup. Change Lockswell's attack to the Frigid Damsel spell. This 
spell sometimes freezes an enemy^ preventing them from attacking for 
several rounds. 




EASY ITEM 


The strange thing about this battle is that if you cancel your first turn, 
the enemies won't advance. Send your character on the right over to 
the corner of the map to obtain The Way of Rejuvenation. Then, 
use your next turn to bring that person back into the lineup before 
moving forward. 


1 




HOLD ON TO THE RAIL 


Ideally you should move up the side of the bridge, to give enemies 
fewer opportunities to surround choracters. Leave your ranged attackers 
well back, so they can support and revive your melee fighters. As 
enemies move in and attock, surround them on your next turn to gain 
siege advantages. At first, the desperate need to remove enemies from 
the bridge supersedes the need to score Sin. Worry about making your 
quota after at least two of the Lizard Men and one Ocypete are gone. 
Since the Ocypetes invoke paralysis with their wind attacks, try to take 
them out first, so your characters arenT helpless round after round. 



Once the Dragon is all that remains, surround it and use the Grand 
Cross formation to chain several Special Attacks. After executing three 
or four Special Attacks in one siege, you can be sure to score 100 Sin 
while erasing it from the map. 







Use ynur first turn to easily eblQin a hidden item in the corner. 




You must cotch the Dragon in a Trinity fork or (preforahly] Grand Cross 
siege fonnotiDn. Otherwise, you ndoy never trigger enough special ottocks 


to take it out. 



























CHAPTER 3 ROUTE A 



SPOILS OF SIN 


RANKA(400-t-) 

RANK B (399-300) 

m 

The Art of OiminHh Missile xZ 

m 

TheWoyof Endrtlementxl* i 

m 

The Arl of Knocbyl Blow x2 

i 

The Way of Martyr's Cry X 2 | 

+Rank B & Rank C items 

' +RafikC Items 


HANK C (299- 200) 

U Ambroisvaxl 


Sacred Crystal x2 


STAGE MAP 


LIADift tUESELOTTI] 


THE ART OF REMICE NUGIC x] (100%) 


ENEMY DATA 


1 LIESELOHE 


[ 


NONE 




E 


2 LIVING ARMOR 


3800 


4800 


4200 


3 DAEMON 




« Jll....* 


REALMSTALKER 

{PHIONALV311 


4 ^ tMMf 4S00 ®iy6300 


ruAiu nt Tur onuAUTir 


WITCH'S ARCANIJM 


If Realmstolker is presenl, quontity changes to 2, 


STAQIziiAKIOLlAN MSS 

tv- 


ENGAGEMENT D^A 

Ob[ecfive 


Defeat tfeselotle. 


Sin Sought 
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SAME SONG, DIFFERENT! 


THE FIRE MAIDEN 


Like t'he lost battle, your strategy is to move olong the roil to prevent 
eneiTiies from surrounding characters, giving them fewer opportunities 
to attack. This time, move your characters down to the left, then up the 
left rail. With any luck, you 11 reach the iocotion of the hidden Witch's 
Arcanum before Lieselotte takes out too many of your characters. 

Let your melee fighters advance up the rail while your archers and 
spellcasters support them from behind. 



The Daemons inflict curse status with their attacks, so have plenty of 
Holy Water items on hand and administer them liberally. When the 
Daemons move within range, focus on taking them out rather than the 
Living Armors. Give the armors □ few whacks only when convenient. 



Continue moving very slowly up the side of the field, attempting to 
draw only one enemy toward the cboracters at a time. As you near the 
hidden Witch's Arcanum location, LieseloMe invariably enters the fray. 
Try to avoid tangling with her too much until you've token one round to 
resurrect the dead and heal everyone back to full health. 



Move dway from Liiselotte for a turn and reruperate. Tfiis draws her la, 
making her easier to surround. 


^ARGE-T, 




Lieselotte follows Fire Storm spelts with a special attack, wiping out a 
character on each of her turns. Therefore, it's important thot you move 
to surround her, revive the dead, and catch her in a Grand Cross siege 
in one round. This is 
the only way you can 
guarantee being oble 
to raise the Attock 
Gouge high enough 
to perform three or 
four successive special 
attacks, which is what 
you'll need to bring 
her down. She can 
heol herself almost 
back to full health, so 
failing to kill her in 
one go is a bad ideo. 




































CHAPTER 3 ROUTE B% 



m%AUATlS PlKSONAl 


LIESELOTTE 


Follow this route if the Destiny Plume was used once during Chapter 2, 


ih daughter of struggling street peddlers, Iteselotte learned tojon and steal long be fore she 
read or write. Ironicalfy, it was while attempting to defraud a man who hd^pp ened^^^e^^mu^ 
chronicler that her life took a the better. The chroniclen enamoured i nstant ly by the~girls 

charm, took her under his wing and brought her into the palace, wh ere 
Cennair, would later unearth her innate talents for spelkraft. lieseiotte ascot ded tfthe rdiilr 
of court magus before a nefarious incident resulted in her banish ment and l eft her to 
aimlessly, seeking whatever work came her way. 




STAGB23: KIRCHE CROSSING (SUB-SATTIE) 

_ 

Destroy qIJ opposition. 






























ENEMY DATA 







LEARNING OF THE KOBQl|i 



This bonus sub-battle at Kirche 
Crossing becomes available by 
reading the "Kobold Crisis" lore 
in the tavern at Market Marteigh 
Afterward, when you exit to the 
World Map, Kirche Crossing 
becomes a destinotion. 



WARNINGllDVfNGEROUS 


BCSnll® 


This battle is extremely tricky, and it certainly shouldn't he your first 
battle in this chapter. Conquer The Lotus Marsh and The Ruins before 
attempting this. Higher level characters stand to survive this encounter 
more easily. Be sure to stock up oit Poison Checks, Union Plumes, and 
Cockatrice Eggs at Market Martelgh to make sure that fallen party 
members can rejoin the battle. ^ 



SCALY TERRITORY 


The Dragon of the top of the map is naturally the greatest threot. Skip 
your turn in the first round and allow the closest enemies to approach 
and attack. Wipe them out then carefully follow the progression route 
illustroted above. Count the number of spaces exactly, and do not move 
anyone beyond the middle line on this recommended route. That should 
keep the Dragon out of the bottle until the Kobolds and Kobold Knights 
are removed from the field. 



The Way af Rejuvenation hidden on the field of the location 
indicated on the map may be difficult to acquire, since it means keeping 
the Dragon at bay until one character can move all the way up the mop 
to Its spot. The character who goes after the item absolutely must have 
The Way of Dashing tactic on top of on olreody wide movement 
range; Wylfred or Darius are good choices. If you try this battle o 
couple of times and cannot survive the Dragon and obtain the item, then 
change your strategy. 





THE CONQUEROR WYRM 


Already capable of multiple hits per attack, the Dragon usually knocks 
out a few red crystals, thereby scoring additional hits per attack. 

Thus, the Dragon can frequently take out one or more of your units per 
round. Equip Poison Checks to prevent its breath attacks from inflicting 
status effects. Otherwise, the only way to defend against the Dragon 
is 0 strong offense: equip 2-3 
characters with weapons that 
enable special attacks. Chain 
together attacks and drive the 
Attack Gauge to 1 00. Then, 
perform two or three special 
attacks in a row to try killing it 
off before it counters. Use Roseo's 
turn to cost Invoke Feather and 
restore fallen party members, 
rather than have her attack. 



y 


Defeating the powerful Dragon requires 
several rounds of surround-and-conquer 
toctics. Be sure more than one ch 0 racter 
arn use special attacks per assauitt 









































S7X(5E24; TH£ lotus marsh (SUB-3ATTLL) 


Destroy all oppos^on. 


ENGAGEMENT DATA 


1 OCYPETE 


2 FLYING FISH ^ f 


EXPERIENCE 


1 

XPERIENC 

1 

1800 


DEFENSE 

9 ^ 

EXPERIENCE \ 

^ OTI 

y 3800 ;; 

2500 

... 







































STEPPING IN MUCK 


This extra sub-battle oppears on the World Mop after reoding the 
'"Flowery Grave" lore in the Tavern at Market Morteigh, This skirmish 
is quite easy in comparison to the others in Chapter 3, However, the 
enemies may still prove dangerous if they are allowed to surround your 
party. This should occur in the first round, but then you con control the 
number of enemies encountered by following o clockwise route around 
the area os shown. Use Lockswel1"s Fire Storm spell, if available, to burn 
the Flying Fish nice and crispy. 




DonT mh% put on ths Supreme Crown hidden in the upper 
corner ef the map! 




The Ocypete will most likely descend on the porty before any characters 
reoch the location of the hidden Supreme Crown. This is the one 
creature capable of knocking out one of your characters in a single 
attack. However^ following the route isolates the Ocypete, making it 
easy to surround and destroy with a few special attacks. 
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li^aikthrough 












CHAPTER 3 ROUTE B 


STAQE 25 :KU 1 NS 





ENEMY DATA 





3300 


87 









































SLOW AND STEADY WINSHiHIE 




Lockswell is q great choice tor deployment in this battle, since all the 
enemies are weak against fire magic. However, even if Lockswell is not 
an option, this encounter is far from difficult. Since terrain type prevents 
reoching the nearest enemy in your first turn, move your fighters only 
two squores forward and leave your magic users and Cheripha in their 
starting points. This draws the nearest Battle Beetle out of position to 
attack, at which point you may surround and defeat it. 



Notice that the Armor Beetle advances toward the party every turn, 
regardless of your position. Therefore, you can simply wait in place for 
it to approach and attack. This makes the Armor Beetle easier to isolate, 
surround, and conquer with your special attacks in order to rock up the 
highest Sin. 



Pil£PARlN(5 FORAWEIRAVI 


Tlie party faces two extremely tough battles without a break between them. Return to 
Market Marteigh before traveling to Aidelrove and stock up. Moximiie your supply of 
Union Plumes, and feadi The Art of Resist Mogic to os many chorncters as possible. Equip 
frontline chorncters such as Wylfred, Darius, and Gwendal with Curse Checks. 






'Walkthrough 













STAG^26:VUNG20N TATH 
(AIDELRAVE) 


SPOILS OF SIN 




ENEMY DATA 


i 1 LIESELOTTE 


2 LIVING ARMOR 
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BITTER RIVALS 


ji 


Rosea's holy mogic makes her indispensable during this battle, 
especially against the Doemon, She also simplifies accumulating the 
necessary Sin sought during this battle with her powerful special attock. 
Make sure Rosea is in your deployment, rather than Locks well. 



After the closest Living Armor moves in to attack on round two, only 
position characters equipped with Curse Check accoutrements on the 
back and sides of this Foe when moving to take it down. That woy, 
the Daemon that quickly odvonces cannot inflict Curse on your porty 
members. Rosea's specie I attock is quite devastating against the 
Daemon, so make sure to use her turn to attack the monster, rather than 
heal or cure others. 



SIN EARLY, SIN A LOT 

Since storing o large amount of Sin ogoinst Ueselotte proves eKtremely difficult, make sure 
to score trie minimum 150 ogoinst the lesser foes prior to engogin^ her f ailure to score 
enough Sin in this bottle touses two Reolmstolkers to oppeor in the next. The situation in 
that bottle being difficult os is, you con ill offord to use the Destiny Plume on more allies! 



FIERY VENGEANCE 




Liesebtte attacks with powerful Fire Storm spells, and also gets a special 
ottock on most of her turns. So ollies tend to drop like flies in her vicinity. 
With a good supply of Union Plumes and Rosea's Invoke Feather spell, 
you can bring back characters quickly. Ueselotte can heal herself, 
which she does if her HP drops below 31%, This means every character 
must attack during a single round, in the hopes of driving her HP from 
roughly 75% (after a few hits) to 0 and preventing her from healing. 





85 


Walkthrough 


















STAQtij: DUNGtOn PATH 
(AIVELRAVT) 

£_ 

De^roy till apposition. 


ENGAGEMENT DATA 

Objective 
Sin Sought 


SPOILS OF SIN 




ENEMY DATA 


ADEPT ARTOLIAN 0 

SWORDSWOMAN /( II ^ 


ADEPT ARTOLIAN 
SORCERER 







jpBtfflyMOHE 3450 2200 


ADEPT ARTOLIAN it. 

ARCHER »fmmi V 
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r REALMSTALKER 
J (LOCKSWELL LV33t ^ 


^ wintTHy ^ ^rntMHy 3900 rfHiy 6oao 

CHAIN OF THE PROTEaOR 


REALMSTALKER 
fCHERIPHA LV321 


HP^gri 


5300 CS7 ^000 


CHAIN OF THE FREE 


1 









































BRIDGE BATTLE 



Rosea is gone, but Uesebtte makes a worthy substitute in this intense 
battle for survivol In your first round, move your allies onto the bridge 
and assault the sword sworn an and sorcerer Team up to knock them out 
of the way in as few rounds as possible, so that you may continue to 
retreat out of the map center in subsequent rounds. Casualties should 
prove heavy in the beginning, so use Union Plumes and Apothecary's 
Arcanum items to recover Once you have cleared the bridge, turn 
back and defeat the advancing swordsmen and archers. Position your 
swordsmen in front, spell-casters and Cheripha behind, and the enemies 
shall break on your formation like waves. As the center of the mop 
clears, make your way up the slope to take out the swords woman and 
archer at the opposite end. 



The party is surrounded I Make your slond on the narrow brldgo, and take 
on all comers. 





AN ALTERNATE APPROAISH 


r 


The strategy obove requires something of a bulldozer effect to breok 
through the swords woman and sorcerer If character leveling and/or 
luck is not enough to see you through, you may want to try a different 
strategy. From the starting point, heod to the party's left and take out 
the archer blocking the narrow pass around the hill. Since it is only one 
space wide, this area provides a strategic pbce to make your stond. 
Place your fighters in the gap to bear the brunt of attacks, and attack 
from behind your line with spell-casters and Cheripho. Use Union Plumes 
to revive your fighters on the front, and keep taking down foes that 
collide against your barrier. Once the enemy numbers dwindle to one or 
two, heal up and take the field. 
















Follow this route jf the Destiny Plume was used twice during Chapter 2, 

rOKAMATlS PER50NAE 


Dtivvam rescued from the clutches of certain death by UylfredsfatherTyet failed to rec ip 

the deed when the opportunity arose. the enemy closed in aroundfrhyod^, Ditwain stood 
paralyzed byjear, his mind consumed with delivering the Ufe-yaving antidote his wife requireii 

Ifj the end, the medicine came too late, and Duwains cowardice had been for nau ght 
months on end he sought to drown his sorrows in drink, until at last he 'encounte red Rosea , 
saintess bearing an uncanny resemblance to his late wife. In an act of p enitenc e, he devoutb 
accompanies the saintess hither and thither as she heals Artoiki'5 Hland 


DUWA N 



FROST CRTSTil 


SPOILS OF SIN 


STAGllS: THE LOTUS MARSH 

tv 


□ SMfTlf BOOTS %7 (20%J 


a SUETV ROOTS il (SD%I 


RANK A (300+) 

1^ 


RANK B (299-225) 


RANK C (224-150) 


rhe Woy of Regenerertiofl x2 


Kindling Sword xl 


FireTflIismon k2 


Tlif Woy ofTransposilionxl m Expert's Experience x2 


Earth Talisman x2 


ENGAGEMENT DATA 

Objective 
Sin Sought 


Mlihri Hdm 


fRank C Items 


+Rank B £ Rank C Items 


STAGE MAP 

































LIZARD 

MAN _< 


2 HELLHOUND 


EXPERIENCE 


EXPERIENCE 


FAITHFUL BODYGUARD 


Rosea is under oTIacki Buf don't panic; she has her faithFul servant 
Du wain to protect her. She con also heal herself on her turns. You must 
eliminate oil monsters in the area to complete the mission. 


ENEMY DATA 


Once the Lizard Mon is down^ ignore all remaining enemies and head 
directly for Rosea. Help Duwoin take out all remaining foes in their 
vici n ity. 


TARGET 


Following the strategic route above, move your characters to the right 
and over the water in the first turn. The Hellhound, Lizard Man, and 
Flying Bat converge to attack. Sometimes, however, the Flying Bat turns 
to go attock Rosea. 


Monstaf^ attack Rasao every roond. She survives, but barely, Yau must tie up 
mast af lb enemies to prevent them from overwhelming her in one turn. 




. The Uzord Mon must be brought down quickly. Use a siege formation and 
several special attacks to eilminofe h^. Even this could take two trjes, 
























CHAPTERS ROUTE C 




STAGE MAP 


ALCKEMY WAND d (70%} 


LEADER 


ENEMY DATA 


1 OCYPETE 


4 ^ 

3300 


EXPERIENCE 


2500 


3300 


EXPERIENCE 


3600 


2800 


EXPERIENCE 


SUQEis: MARKET MARItlQU 


SPOILS OF SIN 


RA 

RANK B (S99-450) | 

RANK C (449-300) | 


Frostbane xl 

9 

Idda Plate xl 


Skrep xl 


HolyHolberdxl 

& 

The Way ofStelkingxl 

l: 

Prime Elixir x2 


Tlie Art of Training xl 

+fiDnkC Items 

— 

1 +Rtink B 3 Ronk C Items 

— 
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4 BAHLE BEETLE 


4%' CiEr 300 


c REALMSTALKER 
J tlOCKSWELLlV33) 


ifSQjf €MMf : 


STREETS OF FIRE 


Purchase a lot of Pearl Grass prior lo this battle, to cure parolysis 
inflicted by Ocypetes. The map of Market Marteigh is difficult to 
navigate due to buildings blocking your view. Remember to press the Q 
and 0 buttons to rotate the view as needed before moving or attacking. 



The first few rounds must be spent surviving near the storting point at 
the top of the street, with o Fire Bat and on Ocypete swooping down to 
attack in the first enemy phase. Get the nearest Battle Beetle out of the 
way by surrounding it^ then turn several characters outward to prepare 
them for the approaching flying^ diving foes. Prioritize taking out the 
Ocypete^ since it Inflicts paralysis with its wing attacks. 





♦Piirr 


The final enemy ends up being the Fire Bat hovering over the toll 
connecting rooftops. To lure it to the ground, you must move oil the way 
to the bottom of the map. 


Once the top area is clear, revive and heal the wounded, then send 
someone to find Tha Art af Fir^t Aid neof the middle house. When 
reody for the second wave, move your characters to the top of the stairs 
and let them come. 
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CHAPTER 3 ROUTE C 


STAG£3o:K 1RCH£ CROSSING 
(Sm-dATTl£) 





KOBOLD SLAUGHTER 



The bottle against Kobolds and Kobold Knights at Kirche Crossing 
is on extremely easy way to gain some experience, a hidden Guard 
Potion, and some extro Oth. Unlike the Prologue^ Kobolds should now 
split apart with o single hit. Howeven the Kobold Knights can petrify 
characters with their attacks. Bring plenty of Cockatrice Eggs, or use 
Rosea's Normalize spell to cure characters turned to stone. Otherwise, 
strotegy consists of nothing more than merely charging down the slope 
to wipe them out. 
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ENEMY DATA 


1 OCYPETE 






2 TOXIC FLOWER 





3 LIZARD MAN 


H?mm 



4 WILL-O'-THE-WISP 



2000 

3000 #iVff 3200 




RING AROUND THE ROSIES 


Purchase a supply of Honeysuckle Dew, Pearl Grass, and □ few Poison 
Checks prior to this battle. The trick to this stage is to move all of your 
characters to the bottom right 
corner of the mop in the first turn. 

Use Dash to accomplish this, 
stopping the Lizord Men in the 
center from their pursuit. However, 
the Ocypete just o few spaces 
Qwoy gets first crock at the party. 

Use Pearl Gross to cure paralyzed 
allies, and defeat the Ocypete 
using a siege formation. 



Then, make your way up the right side of the map, taking out two 
Will-o'-the-Wisps and the Toxic Flower, Head down through the center 
and exchange blows with the Lizard Men. However, you should avoid 
finishing off the last foe until someone heads out to the side of the 
map to find the hidden Supreme Crown. This is a fantastic piece of 
headgear, worth the extra rounds. 


,‘>4. i . C' 
.. JARGET^- 


'h ' - 


- vXe 




Move along the wofis to ensure fhof enemtis in the center cannot surround 
characters. 
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STAQI 32 :THE KUmS 







ENGAGEMENT DATA 


Objective 

Defeat Lieselotte. 

Sin Sought 

150 




RANK A (300+) 

1 RANK B(299-225) 

RANK C (224-150) 


Raijoudou x1 


The Art of Crystol Call x2 


The Way of Morfyr's Cry x2 

T\ 

Holy Rod xl 


The Way of Encirclement xl < 


Sacred Crystal xl 

te 

The Arl of Diniinish Missile x2 

A 

Expert's Experience x2 j 

— 

1 +Rank E & Rank C Items 

+llor5k C Items 

— 


STAGE MAP 


m ART OF REDUCE mOKx] 


METAL GREAVES (20%) 





REAIMSTALKER PRESENT 


-Amm 




ST&RM CRYSTAL 



fM-, A 



METAL GREAVES xl (80%} 




Id 


ENEMY DATA 








I 3 LIVING ARMOR hp 

, AHACK 'jsifflr OEFtNSt /!!!!TW tXPtBIEHCE 



4 A REALMSTALKER „p 
(FAUXNEIIV31) 



^ cmiSY^oo 

CHAIN OF THE COVETOUS 

mm 




















































PREPARE TO BATTLE A M%:E 


Purchase skills such as The Art of Resist Magic and The Art of Body 
of Steel, and teach them to oil your characters. Purchase two or three 
Fire Ward items to lessen damage from Lieselotte's spells. Equip your 
frontline characters with Curse Checks, and stock at least 10 Union 
Plumes for this bumpy fight. 


Lieselotte 

I'd hardly say "acquaijitance " 

Rosea and I have been the closest of eneinies 
since our days at the palace. 


n It 







Ues&lolte Qnd Ros&a hove unfinished business. 


DRAW AWAY THE StDEKI<i0S* 


During Round 1 and 2, move the party toward the right corner of the 
map [according to the default view). This draws the Daemon and Living 
Armors into the wide area near the starting point. All these foes are 
tough, with high RDM. Position two or three characters to form a siege 
oround each Foe, and eliminate each with a chain of special attocks 
during a Soul Crush. Be sure to overkill each for 100 Sin, because 
scoring Sin on Lieselotte is extremely difficult. 





REGROUP AND ITEM GATIBI 


Send one character with the Dash skill and a good amount of AP to go 
after the Storm Crystal in the bottom corner of the map. Meanwhile, 
stop the other 


characters near the 
starting point and 
leave them there until 
the errant character 
returns. If the porty 
stays well out of 
Lieselotte's view, 
she only mills about 
her chomber rather 
than coming out and 
attacking. 





Lenvi insist of the chorarters near the starting point, 
outside Liesslotte's sight ronge, until one person grubs the 
hidden itein. 




MAGIC BAHLE 


When ready, move into Lieselotte's chamber and attock. She typically 
comes out to confront the party when they near the fence surrounding 
her area. Lieselotte casts Fire Storm, and follows up with a special 
attack. This eliminates one of your characters in every phase. Revive 
them, heal if Rosea has a turn available, and attack Lieselotte. 



Lieselatlo'sspeuctl oHock is guorantoed to wipe out two thoracters per round. Mi? 

Lieselotte heols herself if her HP drops below 31%. This means you 
must take her from full HP to dead in one phase. Wylfred's Vali's 
Awakening skill is the key to the battle. Have him use the skill, then 

heal him to fill 
his extended HP. 
Attack Lieselotte in 
Grand Cross siege 
formation with four 
special attacks. The 
parameter raise 
Wylfred receives from 
Vali's Awakening is 
the only thing that 
can carry her over 
the edge. 



Catch Lieselotte in a Grand Cross formotion to ensure 
yaunching four special attocks during o Soul Crush. 
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'Mh^lkthrough 




















Follow thi$ route if the Destiny Plume remained unused during Chapter 3. 

ODKAMATIS VmSONAt 

1>- 


CHAPTER 4 SHOP MENU 


EsIqi 

Sincloir Saber 


42DD 

3000 


2000 


Viking Sword 


200 




Hrunting 

Cloyrnors 


4300 


3500 Si 


TwoHandgci Sword 
Mithfil Knife 
Mciin-Gaud>e 


400G 


2800 


Wodon 

Warfiommer 

Porlisan 

Halberd 

Compos^e Longbow 
Arbalest 
Rapid Crossbow 
Monubollista 


4000 


4300 


3200 




3900 


4000 


3000 


800 


Deluge Scepter 
Lotus Wand 
Crystal Wand 
Dual Helm 
Iron Halm 


4300 


2900 


500 




800 


Olive Crown 
Crown 
Silver Tioro 


2200 




800 






800 


Tioro 

Anointed 


500 








Cook 


3500 


Hob e C oak 


2800 


Si ver Cloak 


2000 


Duel 


4200 


ftrinof 




court magus who h as assumed the position of the court arckimagus 
a, granting him temporary rule over all palace sorcerers. A former 
of both Rosea and Lksclotte^ lauxnel was said to be intimately invoived 
usdeath of Sir Cennairfor which the two were banished. 






















































CHAPTER 4 SHOP MENU 



CHAPTER 4 SHOP MENU 


j Reinforce CodeK 10 DD 

I Spell Reinforce Code^ 1000 


I Might Reinfnrce tndex 1000 i > 

I Invoke Feather Codex 1500 ? I 

^"77^ 

I Poison Blow Codex 


^ ^ -4-^ - -*'■-■ 


2200 


3000 'S' 



^FtH Honeysikckle Dew 

Hi “ 


Peorl Grass 


Co ckoirrci Egg 
ErogrsSong 


0 Hofy Water 

0 

0!:t 




Ihow Water 


ke Ward 


l^^fughtning Ward 

m 

m 


fc^*****- -■■ -— - 

Fire Ward 


EorthWord 




1500 


-^i 


1200 Jj 


1500 


1500 


- ? 
F I 


0 Sacred Gem 
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CHAPTER 4 ROUTE A 



m 


STAGE33:IUS1R1A CROSSING 


SPO LS OF S N 


RANK A (660-)>) 

n 


RANK B 6S9~49S 


RAKKC 


(«4 


330 


ENGAGEMENT DATA 


Noble Qixir x2 


The Art of Redute Magic xl 


Sage's Arcanum x? 


^ Beasi Bludgeon xl 


& The Art of First Aid xl 


Fire Toliiman xl 


Destroy all oppositioi 


+Rank B & Rank C items 


+Ronk C Hems 


STAGE MAP 


likm 


DRAGON SLAYER x\ 




^ r 













ENEMY DATA 


m 
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GETTING HERE 


After ihe chapter's opening scenes, visit The Crown City on the World 
Map, Fauxnel joins the party as a guest. He's o great spelkaster, but 
without skills or the option of giving him better equipment, he's better left 
out of these late-game bottles. 




START AT THE BOHOM 


The restrictive sand floor beneath the party's starting point provides the 
only major challenge in this easy dungeon. Either spend the first several 
rounds moving forward one or two spaces, or use the Dash tactic to 
move three extra spaces at the end of your move. 



strongely oke&st j with the Plume., 




The scene shifts back to the World Mop. First, return to The Crown City 
and peruse the awesome new shop items. Buy the newly available 
pieces of equipment to help take on the extremely challenging levels 
that this chapter has to offer. In the tavern, read the lores titled "Molten 
Mayhem" and 'The Howling" to unlock the two chapter sub-battles. 


T avern 


Use Dosli to more quickly move your chorocfers off of the so net floor. 


Strategy for this chapter is ot its most basic. Simply navigate along the 
path to the Dragon's location. The winged poison breather is certainly 
easier to handle ot this late stage thon he was in Chapter 3. To score 
moxlmum Sin, surround it on ot leost three sides and execute three or four 
special attacks in o row to prevent it from reciprocating doinage. A spell- 
coster attacking with Lightning Bolt is the sure rood to on eosy victory. 


Sway of the Houses 
Appa^nt ^nspiracy 
The Gourtiei ' 

*i^oIten 

f TheStr&ilHfc : 
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Walktimugh 
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f 





However, a shorter route is possible. Climb to the tiles just below the 
level where the surrounding ridge flattens out. On your next turn, climb 
down onto the magma and use Dosh to continue over to safe land in 
the center. Due to terrain reslrictions, only two characters per round can 
cross the magma this way. 


HERE, FISHY FISHY! 


Take out the Daemon and an ironfish os you make your way toward 
the right side of the map (according to the default angle). Move down 
the single-space path along the upper left side of the map. When your 
characters reach the area behind the last Ironfish, position o melee 
fighter and a ranged attacker on either side of the single mogma tile in 
the path. Have on archer or spell-caster attack the fish from a distance to 
draw it bock to your area to dispatch it easily. 


A character stopping on any of the glowing red tiles in this stoge 
suffers heat damage at the end of his/her turn. Managing the heat is a 
problem, since several enemies hover over the magma tiles. The stage 
route (illustrated on the previous poge] shows how to go the long way 
around, letting your choracters suffer as little heat damage as possible. 


. Move up the left side of the mop end toke out the Elder Bat before 
^ climbing the sleep slope. 
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Walkthrough 






















Deitroy dll cpposirian. 


ENGAGEMENT DATA 


Ob[ecfive 


ENEMY DATA 


EXPERIENCE 



i 

a 

m 



• 

1 EXPERIENCE I 

:r9Bt 

3200 

3000 



































TARGET 


COLD RECEPTION 


Even though this stage appears to be relatively small, the snowy terrain 
restricts moverrient to only one or two spoces. The Dash technique is 
a must-have for all characters deployed in this battle, since it allows 
moving three extra spaces regardless of terrain. The illustrated route on 
the previous page depicts a roundabout way. If possible, take out the 
nearest Willno'-the-Wisp in the first round. Dash toward the upper wall 
crevice, and the Kobold Knight off to the side will not pursue your party. 


DRAGON'S LAIR 


Plow through the single-space crevice in the wall, killing the Kobold 
Knight and Will-o^-the-Wisp in the way. Then, proceed to the edge of the 
Dragon's chamber. The great beast does not notice the party until they 
cross the doorway. Allow AP to regenerate for several rounds if needed 
before entering. Surround and assault the Dragon with lightning magic 
□nd attacks. After defeating the great wyrm, continue following the route 
and eliminate the remaining two or three enemies. 


Avoid positioniig characters near the other doorwoy of the Drogoti's 
{hemher, or the nearby Will-o'-the-Wisp gels involvej. 


‘Port 
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CHAPTER 4 ROUTE A 


STAGZ 36 : CASTL£ COURTYARV spoils of sin 

tv 





m 


ENEMY DATA 


] BRIGAND 


H? mmm 


2 LIVING ARMOR hp 


N0N[ HONE 4800 


3 ELDER VAMPIRE hp 




ADEPT MERCENARY 
ARCHER 


NONE tflJjJIHF^ ^ IlMEf«oo 
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E 

™W4700 


ADEPT MERCENARY 
SWORDSMAN 




HMif 


REALMSTALKER 
fGWENDAL LV40) 


m 5900 CSJssoo 

CHAIN Of THE ORNERY 
































































CAUGHT IN TREACHERY 


THE VAMPIRE BLOCKADE 


Be sure to save your game prior to storting this mission. This battb and 
the next must be fought in sequence without a chance to save or visit the 
shop. Clear this chapter's sul>battles if desired^ then return to The Crown 
City and choose the option "Attend Palace"' on the Town menu. After o 
short talk with Fauxnel, he leaves the party. Be sure to replace him with 
Lockswell if he was an active member in the deployment. 




NOBLE ASSASSINATION 


r 

n-- 


Assassins ottack 
Volmur in the 
courtyard. The 
objective is to reach 
Volmur before a Living 
Armor kills him, or 
the gome ends. After 
clearing hts general 
area of enemies ond 
healing him, you 
must then dispatch 
the rest of the foes 
n the map. 



A Living Armor mfikts haavy damage to Vo I mu r every 


' round. But he gives almost as good o^ lie take^. 


jm 


This rescue is quite a bit trickier than the similar one in Chapter 3 Route A. 
The characters must travel o great distance very quickly to reach Valmur 
in time. This requires using Dash every turn to bypass several enemies, 

forfeiting chances to 
attack. The enemies 
do attack and 
possibly even kill your 
characters, but you 
must ignore them and 
get to Valmur os fost 
as possible. Valmur 
can survive for only 
six rounds. 





Dash post enemies without ottack ing, Walt to use Union 
plumes until your fastest chafocfer(s) reach the top of the 
stoirs above Volmur's locution. j 

_ 


Foffow the route illustrated on the grid [on the previous page) to reach 
Valmur in time. Though it may seem like you'll reach him with time to 
spore, tarry not. An Elder Vampire blocks the stoirs above Valmur and 
is not easily moved. Stock two melee fighters ond Lockswell at the top 
of the stairs, ond assault the fiend with special attacks each turn. On 
LockswelPs turn, however, have him cast Heal on Valmur below. That 
gives you o few more rounds to get downstairs I 



Once the vampire no longer blockodes the steps, descend and take 
out the Living Armor. Valmur does o nice job of weakening it over the 
rounds, so there should be plenty of Sin to soak up. Then, return up the 
stairs and take out any soldiers who followed the party. 



















CHAPTER 4 ROUTE A 



Defeat Fauxnel. 


STAGES/: HTACimHim HALL 


SPOILS OF SIN 


RANK A (4004 


RANKS 399-300 


RANK 


299 


200 


^ The Art of Training x1 & 


ENGAGEMENT D^A 

Obfecfive 
Sin Sought 


The Way of Regenerofior xl 


txpert s bperience x3 


9 The Art of Magic Mail xl 


The Way of Aura Flijxxl 


Ether Gloves xl 


+Rartk i & Rank C Items 


+Ronk C hems 






ENEMY DATA 


1 FAUXNEL 


HP J!!!I!I 


2 IRON GOLEM 




3 CARRION WOLF hp 




mm » 


hm mm\w 2500 


wmm 




^€MMW 7000 ■»niyi0.000 


CHAm OF THE P OUS 


REALMSTALKER 
fPUWAIN LV4H 


70DD ■oi;g iD.ooD 
CHAIN OF THE PENITENT 
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CHAMBER OF LIES 



TARGET 




'W 

1 

■ 





'pf v>! 


J 'V 
r 


avf'i 


1 



* 




! 


- 
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5 


Wipe out Faoxnel'^ sidekicks with wild averki 
of Siti. 


I to score the Ronk A spoils 


In the first round, move the party over the table to the right and attack 
the Carrion Wolf positioned by the stairs. Defeat this aniinal and all 
of Fauxners other subordinates with extreme overkill. Scoring more 
than 400 SSn isn't terribly difficult prior to taking on Fauxnel, ond it 
guarantees receipt of the Rank A spoils as listed on the previous page. 









A "W 




• ' 

*fv. 








1 Avoid posilianing ar^y charoctirs too close to the stairs, or 

descends and attacks loo soon during the enemy phase. 

the Iron Golem , J 


Pursue the other Corrion Wolf in the second round. Then, move to the 
base of the stairs so that the Iron Golem comes down and attocks. 
Surround the Iron Golem in a siege formotion and use multiple special 
attacks to take it apart. 


ii 


PAUSE BEFORE THE PLATFJ»:R 


5^ 


Use the deployment screen between battles to set Lockswell's ottack to 
Frigid DamseL White Fauxnel is weak against dork magic, the Dark 
Savior Codex won't be for sale until the next chapter Fouxnei's sidekicks 
are highly susceptible to freezing (a random effect of Frigid Damsel], 
making the preliminary portion of the battle much easier. 


Stepping on Fauxnel's level activates him. Ascend to the stair just betow 
the platform, and allow the Carrion Wolves on either side to come 
forward and attack. Wipe them out without ascending onto the platform. 





33 




Stop on th& top stoir to draw the Carrion Wolves forword. Destroy fhom 
completely before oscofiding to fauxod's level. 

Finally, it's time to take out Fauxnel. Surround him on all four sides 
in a Grand Cross siege formation. His HP is high enough to require 
four successive special attacks to kill him. If you foil, his counterattack 
includes a special attock that kills one of your choracters. Hie then 
attacks again on his turn and wipes out another character. Revive both 
fallen members without healing them, surround him, and go ogain. 
Don't take things personally, because after the battle he permanently 
joins the party. Having another spellcaster around proves extremely 
handy in the chapters to come... 


TARGET I 

'T ■ 


^ Jr * 








If Fauxnel shows you his bock, attack from behind to ensure that you dole 
him ond score extra hits. 

















CHAPTER 4 ROUTE B 


Follow this route if the Destiny Plume was used to sacrifice 12 allies during Chapter 3 Route A, or 0 allies in Chapter 3 Route B, 

rDRAMATI5 PERSONAE 



Hot-tempmd daughter of House Haugkn who alongside her brother Nicolas persisted in spurring 
dietpish'^eider hfotherA'^ahnur, to action. Nicolass sudden death upset the balance, and now 


the oncehnighty house seems destined for ruin. Though she betrothal to another house 
awaitsfPhion^ prides will not Jet her accept her true houses disgrace, and for this she lashes out 
inst Valmur, lord of the housei'-^ 






ilj*. 
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As first son of the venerated House Haughih Vulmur was given an ex h a us five eli u catio n in th e arts 
oj war no sooner than he could stand, expected to one day follow in the hallowed footste ps oj his 
honored forebears. In his youth, however, Valmur took quickly to thefook and slowly to the I 
and soon came to doubt his own heroism—a doubt wh ich still lingersjojhisday} 

Though he is lord of Rouse Haughn by title, more dear to Valmu r) heart are 
name of his house might someday mean the deaths of thosj he loves tonmifs him to no 


THREE 

M-aikthrotigh 















STAQlsS: IIEIIAHAN LOWLANDS 


SPOILS OF SIN 


RANK A (400■^) 

RANK B (399-300) 


1 Noble Elixir xl 

m 

Hie All of Reduce iagk xl ( 
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I Ticira of the Holy Empress xl 

s 

The Art of first Aid xl | 

1 +Raiik B £ Ronk C Items 

+REink C Items 


RANK C (299-200) 














































NO REST FOR THE WICKEO 


Though the chapter's just begun, Wylfred immediately takes up a new 
cause and joins in another wan HopeFully you retained at least □ few 
Union Plumes from your previous victory, because you cannot visit the 
shop until victory is won. Deploy your most powerful characters to deal 
with this situation, and follow the rest of this strategy exactly to make it 
out alive. 


The objective is to take out the enemy leaden A magma lake lies 
between the party and the leaden Stopping on any of the red glowing 
magma tiles inflicts damage to the character at the end of his or her 
turn. To the left of the party's starting position is a ridge that runs around 
to the backside of the area. However, troversing this path takes too 
long, and the leader ends up crossing the magma to get away. To reach 
the back, the party must move slightly up the rise, and then down ocross 
one magma spot. 


BACK INTO THE CORNER 


During the first turn, the most imminent threat to the party is an archer 
just a few spaces away. Avoid letting him take out one of your party 
members in the first round by moving the party directly to the corner 
on the left. The archer remains out of range for the first round, allowing 
you to begin moving up the side of the field toward the ridge. Defeat 
the Rogue thot tends to get in the way, and continue up the ridge. 
Remember that you must rack up Sin; therefore, attock every enemy on 
every turn and finish with a strong overkill. 




file archer must be tonlended with as you attempt to 
mount the si ape: ' 

El _1 


At the end of Round 
2, the archer usually 
catches up to the 
characters and may 
slay one of them. 
Move a swordsman 
within close range of 
the archer, then use a 
Union Plume to bring 
that person back. 
Attack as a party 
to bring the archer 
down quickly. 


DESCEND INTO THE HEi^ 


Resume climbir>g up the slope to the tall ridge, taking out a warrior 
blocking the path. Stop just below the flat part of the ridge, and 
descend from there through the magma to the upper bank. There, you 
may surround and defeat the leader. 




IHE lEADFR IS NERVOUS 


Note that the lender may cross through 
the magma to the south bank when your 
characters begin to descend from the ridge. 
If this occurs, then you need not continue 
through the damaging flaor. Simply 
descend bock to the south bank, and the 
leader will approach and attack. 
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CHAPTER 4 ROUTE B 



SJAQL}9: EVERNIGHT (SUB'dATTll) 

tv 


^ ENGAGE 

MENT DATA 1 

1 Ob[ective 

' D^slroy all opposrtioD. 

r 


STAGE MAP 


LEADER 


ENEMY DATA 


2850 


EXPERIENCE 


3500 


3000 


2 GHOST 


800 

& 

750 


EXPERIENCE 


2000 


SAFETY BOOTS 
























SWAMP CLEANING^^^ 



Vj$it Aullewyn Keep and enter the tavern to read some lore. Viewing the 
"Crimson Crypt" article unlocks an additional sub-battle at Evernight. 
While this battle may seem easy and the rewards unworthy, the 
Important aspect to focus on is the introduction of a vampire, a class of 
creature to become more prominent in the battles just ahead. Vampires 
can replenish their HP by draining life from one of your characters. They 
float over the ground and can attack from two spaces away. 



In the first turn, send the rightmost character in formation to the right to 
obtoin a hidden pair of Safety Boots. Then, end your turn without further 
movement, and wipe out all the Ghosts who attack the party. Next 
round, move up to the center and take out the Lesser Vampire as well as 
any other Ghosts. The Sacred Jovelin spell available in the shop works 
wonders against all types of undead, including Ghosts and vampires. 




Take the bottle ilreight up the middle, knocking Ghosts oot of your poth to 
the Lesser Vompire. 





















CHAPTER 4ROUTES 



Extreme ArmgLiarej^ xl ^ The Art of Counter Attack x2 ^ Might Potion 
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ENEMY DATA 


1 LIVING ARMOR 


NONE mmwHOHi 4S00 4200 




3 LESSER VAMPIRE 


3400 cnr 3S0O 


REALMSTALKER 
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STAQUo: GHENSSEN CITAVEl 

tv 


ENGAGEMENT DATA 

Objective 


Destroy all oppesiTion. 


Sin Sought 


STAGE MAP 


SPOILS OF SIN 


BUST BIUDGEM 







































VISIT THE CATHEDRAL 


Choose the "Visit Headquarters" option at Aullewyn Keep to view a 
scene between Wylfred and Phiono, Then, head to the new destination 
on the World Map: Grenssen Citadel. The citadel also offers a shop and 
a tavern. Choose the "Visit Cathedral" option and then the "Journey to 
Shire" option, both shown on the citadel's Town screen, to continue. 


Wylfred 

Shall I escort your brother to the castle? 




STEP BY STEP 


In the first round, descend only as for as the third step down from the 
starting position. Place your swordsmen ond tough guys out front, and 
sorcerers and archers behind. Allow Mandragoras and Toxic Plants 
to climb the stairs and attack, and swat them all down as they arrive. 
When the enemies stop coming after a few more rounds, descend the 
stairs to the bottom. 






:S-^ 

7 

^ *%*• 


M 




. Move down to the third step from the boltom to entice the Mondrogoras to J 

- ^ 


^ T k 

- 



Then, gradually move your group along the wall in a single-file line 
toward the location of the hidden Beast Bludgeon. Enemies come 
down off the slope to attack os you slide along the wall, so toke your 
time. Try to grab the item before the Living Armor attacks, to ovoid 
forestalling its demise longer than prudent. 






Move olong tho wall, taking out anomies thot ollnck from yoyr side as you 
^ head for the hidden Beast Bludgeon, 


3 
















S^^E 41 : Gn^ENWmV BRAE 

\ 


ENGAGEMENT DATA 

Objective 


Destroy oil opposition. 


Sin Sought 


HOLT GAUNTUTS xl [ 60 %! 


STAGE MAP 


ENEMY DATA 


T 16 


3600 


1 BRIGAND 


NONE ^ SODD effilf 2600 


3 ELDER VAMPIRE hp 


ytirffiv 0 ^TOfffy ^ 4ooo 


ADEPT MERCENARY 
ARCHER 




6046 


] 


<9 tfrnnntfflf som cnr bsoo 


®EE7 

CHAIN OF THE INNOCENT 

r ^- ^ ^ 


SPOILS OF SIN 


RANK A (700+) 

RAKK B (699-525) | 

RANK C (524-350) | 


Sword of Silvonsxl ; 


The Art of MogkMailxl ^ 

ft 

Hie Way of Regeneration x2 | 


Mistilfetnn x\ 

& 

TheV/ny of AuroFlux xl 


Ether Gloves xl | 

1 +Ronl(B&Ronl(Chenis 

+liank C1 terns 

t 


'Obtained only if Reolinslalker not present. 




































































PROCEEDING TO GREENWIN 




Following the battle at Greenwind Brae^ take on the sub-battle at 
Evernight (if you so desire] and prepare to finish the chapter This battle 
is the first of two in a row, so prepare by stocking plenty of Union 
Plumes and other consumables. Make sure that every character you 
intend to deploy knows The Way of Dashing tactic, since each of the 
following mops has a lot of ground to cover. 


inven^t-'y 


The Way of Dashing 


Use on this character? 




fhe Wgy of Dashing is crucial to covering ground guickly in the last two 
baffles of the chapter 



When prepared, 
return to Grenssen 
Citadel and choose 
the option "See House 
Haughn/ Following 
a few short scenes, 
you'll deploy to battle 
at Greenwind Brae, 



Phiono ond Volmur both join the porty os guests to seek 
their parents. 




SEE TO YOUR LEFT 




In the first round, move the characters left from the starting point along 
the strearn, each using Dash to escape from the bridge. Move the party 

directly up to the 
ore her positioned on 
the bank. Wylfred is 
the exception; during 
his turn, move him 
as for left as you can 
□nd use his Vali's 
Awakening toctic 
to double his stats 
and draw all 
enemies to him. 

Move the party along the stream's edge, using Icctics to 
^oost their range end abilities, _ 



This invariably draws the Elder Vampire near land to attack Wylfred. 
Surround and attack it on your very next turn. Even if little or no Sin 
is required, vanquish it in one go if possible using sequential special 
attacks. If allowed to linger, the Elder Vampire can play great mischief 
with your party. 




r ^ 



Toke out the vompire who swoops la from over the water as quickly 
os passible. 



TO THE WINDMILL!’ 




Once the vampire is 
gone, clean out the 
mercenaries in the 
corner. Then, return to 
the starting point and 
cross the bridge. A 
Brigand may move in 
from the left to attack. 
Wipe him out before 
heading upstairs 
to take on the last 
few foes. 



Brigonds oro weak when otto eked fram a diagonal—oa 
aiigb where they cannot ceunter 
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CHAPTER 4 ROUTE B 


STAQE42: QKENSSEN SHmi 

4 



ELITE MERCENARY 
LANCER 


HP*mr 






3 CARRION WOLF 


HP MW 


NONE 


2 IRON GOLEM 








ADEPT MERCENARY 
ARCHERE5S 


HPMIiltlil 


■yTiffjiy 




5 BRIGAND 


HP jiTTrii 4”'*' 


HONE 
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Unless you reach Auguste and Reinhilde quickly, mercenaries rapidly 
surround and slay the woman within just a few rounds. Your only 
objective is to reach the couple and defeat all attackers before Reinhilde 
is killed. If she dies, the game ends. There's no need to worry about 
Auguste, since the mercenaries are only interested in exploiting 
Reinhilde's weakness. 



Complicating motters is the giant Iron Golem blocking your path. This 
monster easily wipes out characters in a single attack. The best strategy 
is to use Dash tactics to move past the Iron Golem in the first round. 
Whoever lives post the first enemy turn should continue down the slope 
to aid the couple at the bottom. Upon reaching the duo, recover lost 
characters and heal in preparation of becoming surrounded. Eventually, 
you must take out every enemy, including the Iron Golem. 






USE THE PLUME! YOU KNOW YOU WANT TO.., 

The strategy above is the only one that works. Daring yoi/r first game, this battle is 
impossible to dear without use of the Destiny Plume. If the couple dies, or your cborocters 
die and the gome ends, you must repeat the previous battle ns well Save yourself the 
trouble and use the Destiny Plume on o character like Gwendal or Darius, whoever is 
weaken Give your martyr o moment to shine by taking out the Iron Golem with one hit 
before the Valkyrie guides them to Valhalla, and give yourself o brenkl 
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Walkthrough 




















Follow fhf$ route if the Destiny Plume wos used to sacrifice one ally during Chapter 3 Route 0, or if coming from Chapter 3 Route C, 



Ku^ust^fu^m first b attle tightly holding his sorcerer 5 rod, only to dispense wit?t ft fitrcverttuire 
^njvitnessing the beauty of unarmed combat. Rts imagination captured, Auguste thenceforth 
i ^iediedt ed a 11 of h is energies to perfecting the way of thejist. 

a lifetitne^spait defending his clans honor, Auguste was forced to bury his son 
no fonder iJaf the viVtite of JA’iVig a worrtor '5 to him. 

^lely that his remaining children outlive him, so that he need never suffer the agony of 
I os ing a^hild aga in P 


‘V'KAMAJIS VmSONAE 








Df'votjTif wife of Auguste, former lord of House Haughn. Reinhilde has stood by her husl 
in all matterSf trusting in his vision over that of the house's cur rent lord, hersonXhilmur. 
sudden death of her son Nicolas, however, has called her faith in names and nobility into 
ijuestion.All she wishes for wow are the survival and well-being of her childi 


















CHAPTER 4 ROUTE C 




STAQU3-IIIILAHAN LOWLANVS 
(SUB'BATTIE) 

-5^ 




ENGAGEMENT DATA 

Objective 


Destroy oil oppo^iti^n. 


STAGE MAP 


DRAGOH SLAYER Ji1(}00%} 




ENEMY DATA 


1 DRAGON 


2 ARMOR BEETLE 






DO THE SAFETY DANCE 



Chapter 4 Route C features only two main baffles, However, fhree easy 
sub-battles are available to help garner experience and accumulate 
enough Oth to buy all the best equipment available fn the shop. Visit 
Grenssen Citadel and view the 
lore in the tovern. Read '^'Wyrm 
Hunt" to make this sub-battle 
avoilable on the V^orld Mop. In 
preparation, equip Safety Boots 
and Poison Checks on as many 
of your characters as possible, 
if Safety Boots are in short 
supply, complete the "5TAGE44: 

Wintergard" sub-battle first. 


SNEAK AROUND THE ED<^ 


As indicated on the strategic route to the left, the best strategy is to move 
your party to the top corner during your first turn, and then all the way 
around the stage. This route takes you directly past the hidden location 
of The Art of Grave Blessing, which Is too eosy to obtain. Then, 
cross through the narrow passage between the wooden corrals ocross 
the hot magma. Descend to the bottom of the mop, and move the party 
directly behind the Dragon. None of the creatures on the left side of the 
map will notice! 




Take out the closest beetle, then move 
^around the right side of the map. 




The Art of Grove Blessing hidden 
inside the little corrol Is easy to pick up. 




AMBUSH THE DRAGON 


Allow AP to recharge if necessary, then cast Sap Guard and Sap Power 
on the Dragon. Then, close in and attack it from behind. Since there s no 
need to score Sin, merely trigger a Soul Crush and execute four special 
attacks to finish ft off. 


t TABDE: 





Cost spells to degrade the Dragori's power 
and protection before ottackirrg it from 
I behind. “] 

m _ £ 2 ^ 


Spend the remoining rounds defeating the 
rennaining beetles. 


fngthe 

yj 


3 BATTLE BEETLE 


41 
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STAG144: WINTERGARD 
(5UB'BATTLE) 





TREASURE HUNT 



With enemies so weak, this stage is a\\ about collecting a great store 
of plunder and hidden items. Read the "Icy Grave" lore at the tavern to 
unlock this easy bottle. Equip all your characters with Stone Checks to 
prevent petrification by Kobold Knights, and you're good to go. Safety 
Boots allow characters to travel across snow at the normal speed, so 
equip them on os many characters os possible. 



Simply move the party counterclockwise around the stage, eliminating 
enemies ond collecting the hidden items as indicated on the mop and 
grid to the left. This route takes you through the inner area and then out 
into the snow. Send one character dashing to collect the Raven brand 
hidden ot the top of the hill, while the others surround the last Will<iMhe‘ 
Wisp in the open area. But donT defeat the monster until the item is in 
hand. 







Itejn discovered. 




Even without a brigand in the party, the Ravenbrand i^ a great weapon ta 
sell Of keep handy for your next game. 










































CHAPTER 4 ROUTE C 




ENEMY DATA 


EXPERIENU 


IKEAHTOF DEDUCE NIAGEC 


yOMTNIKO TAIISHIAN 


SJ^E45:mSimA CROSSING (SUB-BATTLE) 


^ ENGAGE! 

MENT DATA 

■ 

1 Objective 

Oesiroy all oppositioo. 



STAGE MAP 


A 

ETHER HELM x2 (Z0%| 

A 

ETHER HELM xL (80%) 


HOLY GAUNTLET xT (60%) 
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ISOLATED ENEMIES 


View the "Monster Menace" lore m the tavern ot Grenssen Citodel to 
open this easy and enriching sub-battle. This dungeon features well- 
spread out enemies, allowing the choracters to fake out each foe with 
significant ease. The only consideration beforehond is that equipping 
Safety Boots allows characters to move out of the sandy pit at the 
starting area more quickly. However, this is a small consideration, since 
the sandy pit is such a tiny part of the stage. 



Defeat the Elder Bat in the pit, then ascend the stairs and meet the Toxic 
Flower head-on. Proceed along the railing and engage another Elder 
Bat, then go up the stairs on the right to take out another flower and 
obtain The Art of Reduce Magic. Finally, ascend the stairs and 
surround the Lizard Lord at the top. 
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CHAPTER 4 ROUTE C 




WORK ROOTS k2 (20%} 


WORK BOOTS k1 (B0%} 




3 MIGHT PO 






ENEMY DATA 


ADEPT MERCENARY 
SWORDSMAN 


Hom gmrogimar 


2 LIVING ARMOR hp 




’ 3800 





HONE 


NONE 4800 #ii!f 4;00 


3 ELDER VAMPIRE 


wBTHy 0 sboo 4000 


3800 


4 BRIGAND 


AnACKAomm defen! 


.ND HpJSH 'g; 

DEFENSE iv^T EXPERIENCETSiffiT^ 




NONE 


4500 


2000 
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STAQI46: QniNSSlNSHlKE 


ENGAGEMENT DATA 


SPOILS OF SIN 


Objective 

Oesfroy all opposilion. 

Sin Sought 

40D 


1 RANK A (800^) 

RANK B (799-600) 

RANK C (599-400) | 

1^ 

Gram il 


The Art (jf Magir Mail xl 


The Way of Regeneratiofi x2 | 

J§ 

Vainslayer xl 


The Way ofAuro Fluxxl 

% 

Ether Gbves x2 K 


1 Spear of Lugh xl 

+Ronk C hems 

^ 1 

1 +Rank E & Rank C Efeim 

— 

^I 























































THE PAIN OF HOUSE HA Ui^ggBi 


Weaken the Elder Vamprre by fir^l attacking with individual characters nr 
teams of two. Then, move the other characters in piece and attack as a 
group lo score the highest Sin possible against this tough foe. 


COWARDLY ARCHER 


Fof some reason, an archer usually sits out the battle by rernainlng at 
the top of the field. Collect the hidden Might Potion located next to o 
tree, and then proceed up the field and attack him. 


Colled 0 hidden Might Potion by 
stopping on the space [us! beyond post the 
fcclosest tree. 

- 


PhiOJia 

And yet still you dishanor his memory vrith 
your tears, 


In Round 2, move 
Wyltred to the bottom 
of the stairs and use 
his Valias Awakening 
skill. Move Rosea 
down and cast Heal 
on him. Then, move 
your other characters 
down the steps and 
initiate attacks. 

With Wylfred at full 
power, overkilling the 
enemies for maximum 
Sin is much easier. 
Continue with this in 
Round 3, 


August, R sin hi I do, and thoir children ore having some tough feelings after 
the Valkyrie tokes their eldest son. 


At any point during Chapter 4, return to Grenssen Citadel and choose 
the option '"Visit Cathedrol" and "See House Houghn" to proceed with 
the story. When enemies attack, choose the option "Journey to Shire" to 
engage the battle after careful preporations. Protect your charocters by 
equipping Freeze Checks prior to the battle. 


STEP BY STEP 


In Round 1, ovoid giving the enemies the advantage by moving too far 
down the stairs. Descend only to the third step from the bottom. Use 

Roseo's turn to cast 
Guard Reinforce or 
Might Reinforce on 
the characters placed 
of the front line. 
During the enemy 
phose, the foes draw 
close, but not much 
else happens. 


In your first turns, move the characters down to the third 
stair from the bottom. This allows the enemies to gather, 

and the entire party can move downstairs in Re on d 2. 

- 


{ridiculous sin 


The Sin sought for this buttle is sot quite high. However, achieving the A Rank ond getting 
the best items is still within reach, even if this is your first game. Throughout the bottle, 
move the characters os o group and use siege formations to increase the Attack Gouge. This 
enables multiple specie! attacks per Soul Crush, and fills the overkill meter every time. The A 
Rank spoils of Sin are too good to pass up, so moke sure to overkill every enemy ond store 
higher thon 300 Sin. 
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THREE 

'Walkthmigh 




















CHAPTER 4 ROUTE C 




STAGI47: GlillNWlNV BRAE 

tv 


SPOILS OF SIN 


RANK A (500-)- 


ENGAGEMENT DATA 


Phiona 


Rescue 


RANK a (499-375) 


[3 

\ Olhlnus' Bow xl 

m 

The Art of Counter Atlock x2 

© 

Elfin Toffefa xl 1 


The Art of Tmimng xl 


The Art of Dimioish Missile x2 

& 

The Woy of Stalking xl 1 

& 

Shackle ofSiu xl 

1 

; +Rt]nk C liens 

1 


RANK C (374-250) 


STAGE MAP 


LEADfR 


UNlO«t PLUMi x2 («0%) 


REAIMSTALKER PRESENT 


ENEMY DATA 


ADEPT MERCENARY 


4000 

NONE 

& 

2300 


EXPERIENCE 


5200 


n CARRION 
^ WOLF 


EXPERIENCE 


EXPERIENCE 


1 

4500 


NONE 


6300 


6730 








■ 




SPIRIT TINOURE 


12 s 
























































RACE TO THE WINDMILl* 



DRAW AWAY THE GOLEM; 


Though Auguste ond Reinhilde are avaflable to participate as guest 
meinbers, deploying them in this battle is not recommended. Reaching 
Phiona in time to save her from enemy attacks requires four characters, 
all possessing the Dash skill. To rescue Phiono, you must move Rosea 
within close enough range to cast Heal on her prior to the enemy phase 
of Round 7. 



For the first fev^^ rounds, move your characters down the path along the 
stream. Use Dash ot the end of each turn to move the character three 
spoces forward. Do not attack the enemies; strike them only during their 
attacks in the enemy phases. If enemies move to block the path, move 

one chorocter at o 
time and attack the 
weoker of the two 
enemies on every 
turn. When the enemy 
crumbles, move the 
remaining characters 
post the oreo and 
have them use Dash. 



The goal is to dose in on the bridge in Round 3. If you can manoge this, 
the Iron Golem gets drawn across the stream to fight your charocters 
instead of Phiona. Failing this means that the Iron Golem ottocks Phiona 
in Rounds 3 and 4, killing her too quickly for you to orrive in time. 


Destroy the Iron Golem in your wake, moving characters past it to 
attack. Resume ignoring the enemies on the south bank, and cross 
the bridge. Move Roseo within casting range of Phiona and heal her. 
Successfully executing this signals the turn of the tide. 



kSL^.l _ _ a? 



When the Iron Golem attacks the party, uso Wylfred's ^oEi's Awokoning and 
heal him before fighting ft. 




































Brawl Knuckles 


Follow fhls route if the Oe&Hny Plume remained unu$ed during Chapter 4. 

DRAMATIS VEKSONAt 


CHAPTER 5 SHOP MENU 


Damascus Sword 


Sinclair Sober 


'ier 


[ Viking Sword 
I Feolherbrand 


Cbymore 


4S00 


lw(}'Handfl{l Sword 




3500 


2500 


Camwennar^ 


I Mithril Knife 


CHAPTER 5 SHOP MENU 


[oM fri^dt^wltom the former king had etit rusted the fosterage of hts fWD 
JTon^Wm ryof ceaseless politkal infighting at court and assigned the title of 
inar gravc , Koienbourg left the palace and the young princes to tend to his 
^demesne in th fsouthern borderlands. Following the kings death, he looked on 
from afar as tkeJuccession controversy unfolded; recognizing that infighting 
VO ul d ulti mately spell Artolias ruin, Roienbourg took up the banner of Joshua, 
lest son of Duke Valery, brother of the former king. 




Main Gouche 
Seven-Pronged Sword 
Wodoo 
Longsoear 


11,000 


Worhammer 

Partisan 

Halberd 

Stoutbow 


ArboEes! 

Composite longbow 
Rapid Crossbow 
MonubollislQ 
Ether Scepter 
Deluge Scepter 


Lotus Wood 
Crystal Wood 


Silver Helm 


I Duel Helm 

I rpw- 


Iron Helm 




Anoinled Crown 


Olive Crown 


__ 700 

^ 3500 


2200 




IBOO 


Milhrij TiBfo 






3000 


a J! j 


I Silver Tie ro 


lliara 


I Supreme Garb 


6000 


lAnoinf^look 
[ Noble Qook 
I Silver C look 
Flame Armor 


I Cboinmoil 


3500 


2000 


6000 


4200 


3100 I 


2200 
















































































CHAPTER 5 SHOP MENU 



3S00 J 





Wind G loves 
^Qgic Gbvas 
LeoJher Gloves 
Gloves 

[ Valor Greaves 
Dael Greaves 
m Silver Grtaves 


1200 


70G 


5000 


4000 

1100 


800 


5500 

3000 


1500 


li 


Elfm Boots 
Leather Boots 


3500 


2000 


J 

! 


1300 


I Suede Coots 
[ tiff j Poralyie Check 

r. 


1000 



2500 


2000 


2DD0 ] ! 


^JheAtl of Survival 
^^ The Art of Fists of Iron 
of Dashing 

[rhe Way of Consecration 
The Way of ProvocDlion 
Th e Way of Pocificot ion 
Art of Defionce 

^^The Art of Body of Steel 

I The Art of Enlightenment 

SEE 




CHAPTER 5 SHOP MENU 

Guard Beinforce Codex 
Spoil Beinforre Codox 




Mighi Reinforce Codex 



I Sacred Jovelin Codex 30&0 

Witch's Arconum 12D0 


1^^ Apothecory' 



'sArcono nn 
Worrior's Arconum 


600 
200 





















































































































































CHAPTERS 



STAQE48: THE WTUS MARSH 


ENGAGE MENT DA TA 

Obj^tive 
Sin Sought 


D^lroy nil opposition. 



SPOILS OF SIN 




1 RANK A (6004^) 




The Art of Knockoul Blow xl 


j TheWayofindrclonnentxl 


Guard Potion xl | 

3 

Magic Boots xl 

d 

Malerial Ecrting xl 


Necror Potion xl f 

1 +RDnk & 1 Rank (Itirm | 

j +Rt]ok C hems 

> 




UADCR 


ENEMY DATA 


1 CELAENO 


5500 






EXPERENCE 


6000 


LIZARD 


LORD 


EXPERIENCE 


EXPERIENCE 


132 









































ii 


COMEUPPANCE 


Afrer Fauxnel apologizes to Roienbourg^ the scene shifts to the Veissheit 
Town menu. Peruse the shop and purchase the new equipment available 
for all of your characters. Chapter 5 is the longest and most difficult 
in every route, with no eosy sub-battles and heavy Sin requirements 
for every stage. Go in well-prepared, or don^t come back. For the first 
battle, equip characters with Paralyze Check accoutrements to prevent 
status aggrovations. 


[P. Buy 


IbTH^ 


214280 


Arias 

NPimE-^- 

7 

-PRICE ^— 

; P!fflrti^sca^>Svor/i T 

-S,- ; i ,] 

Estoc 

4200 \ 

Sinclair Saber 

3000 

Rapier 

2000 

ViMng Svord 

™ 1200 - 



(10 

iia 

PICK A CORNER 


The Datmtitiis Sward is a fantastic new weapon for Wylfred. 


m 



For the first half of this battle, your only strategic option is to move to 
the left corner of the map (as viewed above] and allow the enemies to 
swarm Sn and attack. Use your first turns to attack the Skeletal Soldier 
positioned there, and eliminate it. If not, youll be hit by both the soldier 
and a Lizard Lord during the enemy phase. In Round 2, eliminate the 
enemies in your corner More are on the way. 



At the beginning of Round 3, the Celaeno should be within attocking 
range. Ignore any Lizard Lords moving in from the lower right, and 
focus all characters' turns on taking out the Celaeno. Even if you score 
minimal Sin, try to take it out in one attack. If the Celaeno is still oround 
when the Lizard Lords move in, they'll kill several characters in one 
enemy phase. 



When the left corner of the map Is finally clear, start heading north, then 
to the right toward the Skeletal Soldier ot the bock. Don"! dash; move 
normally to recharge AP. Wipe out the last two enemies by using siege 
formations to score a high amount of Sin before the finish. 



\ 
















CHAPTER 5 ROUTE A 



k SJAGEigiWmilKGAKV 

IV 


ENGAGEM ENT DATA 

Objective 


Defeat the enemy lender. 


Sin Sought 



SPOILS OF SIN 


RANK A (700+) 

RANK B (699-525] 


A 

Vdliant Helm xl 


Tlie Art of Crystal Callxl* 


Power Bangle x1 


The Way of Aura flux xl 


Noble Elixir x2 

p 

Spirit TiocfurexS 

+Rtink B & Ronk C Items 

+Rank C Items 

— 


’Changes to The Art of Knockout Blow k 1 if Realmstofker is present. 
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ENEMY DATA 


II 


f 


WHITE DRAGON hp 


I i,2001 




a 


I 2 kobold king 




3 KOBOLD KNIGHT 




I A REALMSTALKER 
i ^ fVALMUR LV45) 





0 CESfUdiKf^ooo 

CHAIN OF THE TORMENTED 






KING OF WINTER COLD 


Any previous battles you moy 
hove engaged at Wintergard 
should serve os reminder about 
the terrain conditions. All 
charocters in the deployment 
should hove the Dash skill in order 
to move quickly. Also, equip Stone 
Check accoutrements to prevent 
petrification, and set your mages' 
attack to Fire Storm to exploit the 
White Dragon's weakness. 


S' 

Norm*] 

I (Fir* Slam 

Sptciil 


Ifrit CaLr*s5 




isi @ W: 



y 


Set your spsllcasters' Dttock to the Fin 
Storm spell. 


Defeating the White Dragon ends the battle. Since the Dragon is 
stationary until its chamber is entered, take your time and eliminate all 
the other foes in the oreo first. Head toward the break in the wall on 
the right side of the map and draw the kobolds out of their frosty halls. 
Killing all foes helps ensure scoring high enough Sin to please Mistress 
Hef. Accumulating double the Sin sought olso nets a Valiant Helm, which 
is nice to wear or sell. As for the leader, survivors of Chapter 4 Route A 
should have no problem taking care of a measty White DrogonI 












































STAG'ESo: THt SYLVANGIAVE 


ENGAGEMENT DATA 

- Objective 

Sin Sought 


Destroy oEI opposition. 


300 


SPOILS OF SIN 


4 


ENEMY DATA 


1 MIMETIC FLOWER hp 





2 CELAENO 


1 RANK A (600+) 

RANK B {599-450) 


r 

u 

Moonfolx x1 


The Woy of Evanescence xl 


Expert's Experience x3 

1 


Ambrosia xl 

& 

The Woy of Regeneration xl 


Poison Crystal x2 

1 

1 +PankB£ Ranke Items 

+RQnk C Hems 

— 









3 CARRION WOLF hp 




REALMSTALKER 
fROSEA LV45) 


CHAIH OF THE PIOUS 








SICKENING ELEMENT 


Allhough the Mimetic Flowers are strong against earth, set your 
spellcaster to attack with Poison Blow. Though they may defend against 
it occasionolly, the spoil still inflicts significant damage and raises the 

Attack Gauge by 
large numbers. Equip 
your characters with 
a mix of Paralyze 
Check and Poison 
Check accoutrements 
to tilt the odds on 
preventing status 
impairment. 


)■ 

* -.V.' 





More Cebenos ploy Iidvoc vdlh the parly. Cure paralysis 
iminediately and bring Immobiliiotf characters back into 
^he siege. 







TRUDGE THE LEFT SIDE 


M- 


fn the first round, move to the left and up the slope. Continue ascending 
to the top for the remainder of the bottle. The enemies all converge 
on the party os you 
ascend. Move as o 
group, only going 
as far as the slowest 
members con go. This 
makes surrounding 
ond killing enemies 
for maximum Sin 
much easier 












































CHAPTER 5 ROUTE A 



STAQlSi: TH2 AKTOLIAN 
MOUNTAmS 



ENGAGEMENT DATA 


Objective 

1 Defeal Kriitoff, 

5m Sought 

350 




mm (KRtsTOf 


ENEMY DATA 


r 

136 


] 1 KRISTOFF 




6300 mnjw 3000 


ELITE ARTOLIAN 
ARCHER 


none 4|^^^none 6000 


I C ADEPT CRELL 
« ^ SORCERER 


NONE 6650 tfiilif 05QQ 


ADEPT CRELL 
SWORDSWOMAN 


ADEPT CRELL 
LANCER 


€lMif 





















































I 7 REALMSTALKER .. 
I r (GWENDAl LV45) _ _ 



7000 coy 10,000 

CHAIN OF THE ORNERY 


1 


IMPERIAL SPANKING 


CLASH OF ROYALTY 


Roienbourg receives some bad news. Head to Veissheit and choose the 
option ''Attend Costle" to speak with Ailyth. Exit town and travel to the 
Artolion Mountains to intercept Kristoff. Many of the enemies defend 
against holy, but are weak against dork. Set your spellcosters' attack to 
Dark Savior to inflict greater damage throughout the battle. 

Roienbourg appears as a fifth ally in the battle. He moves and acts 
independently, taking his turn after all your characters have had theirs. 
Fighting clone, he does little damage to the enemies and most likely 
may die quickly. His death does not end the battle, nor change the story. 
However, due to the restrictions of the snowy terrain, he can sometimes 
block your attempts at formations and sieges. Use Dash in the first few 
rounds to break ahead of him, and he'll never catch up. 


The sorcerer nearest Kristoff usually costs support spells to boost his RDM 
and might, but it is of little consequence. Upon reaching Kristoff, attack 
him as o group whether you can form o siege or not. This is necessary 
due to his high HP. Even if you con execute four special attacks In one 
siege and take his HP to the minimum, he is oble to survive. And in his 
counter, he uses □ special attack to kilt one of your foes. During the 
enemy phase, he proceeds to kill another On your next turn, revive 
both of your allies and surround him. Attack again as □ group without 
concern for healing. This time, he should go down easily. 



Surround and eliminate foes until you've cut the enemy numbers in 
half. By then, you should be mid-field and there should no longer be 
0 need to use Dosh, Move normally, so that enemies are drawn away 
from their prince. 




M^alkthwugh 





































CHAPTER 5 ROUTE A 


STAG'B^z: GAIIS OF AIDELRAVE 


SPOILS OF SIN 



RANK A (900+) 

RANKS (899-675) ] 


Empr«s Coroid x1 


The Adof Counter Altorkxl i 


Cloak of Briloania xl 


The Way of ttana Surge xf ' 

+(!Qnk B £ Ronlt C Hams 

+Rank C Items | 



Cdl'iburn x] 
bperl'i Ex(>erience x2 




ELITE ARTOLIAN 
WARRIOR 


none' 'CSWnONE 6300 cny 30^ 


138 
















































X 




ADEPT VILLNOREAN 
SORCERER 









REALMSTALKER 
(EARNEST LV43) 


kTis mtri»»'Ai§ 6600 

CHAIN Of THE VIRTUOUS 





This is the first of three difficult battles that occur in sequence without 
a chance to shop or save in betvyeen. Prepare wisely. For the first two 
battles, it's recommended to set your spellcosters' attacks to Sacred 
Javelin, With sorcerers featured predominantly in every level, equip 
your characters with techniques such os Magic Mail, Reduce Magic, 
and Resist Magic. Stock more than 20 each of Elixirs, Union Plumes, 
ond Witch's Arcanums. When prepared, save your game on the World 
Map, then head to Aidelrave, 





CLING TO THE HANDRAIL 




As indicated on the route grid above, moving up the side of the stairs 
rather than the middle makes the fight a little easier. The start is still 
rough going, with a Skeletal Soldier and Iron Golem ganging up on 
your characters. Sieges and formations become more important than 
ever, so move your characters as a group. 



Keep in mind that the Sin requirements ore higher thon ever For 
a Realmstalker to appear in one of the next levels would make the 
difficulty unthinkable. Use long-range attocks to weaken enemies as they 
approach. Stop and let them fall in ronge, then surround and overkill 
them for a full 100 points. 



Although the leader 
remoins stationary 
through most of the 
battle, he moves into 
action when you 
reach the third stair 
down. Keep this in 
mind and make sure 
oil other enemies 
are dead, and oil 
possible Sin has been 
accumulated, before 
taking him down and 
ending the battle. 



Tnking down the Artolioi warrior compieles the first of ihe 
find battles. 
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RANK A (700+) 


STAGE MAP 




HONE m 


HOHE 6200 CUT 


JIS 




NOBLE VAMPIRE 


# CSSSf: 


5600 


LIZARD KNIGHT 


^NONE JifflJIliyHONE CBET 7000 mm sooo 


STAQE53:BAlltr 

tv 


ENGAGEMENT DATA 

Objective 


Defeat the enemy feoder. 


Sin Sought 


Goddess Tincture k1 


+Ronk B & Rank C llems 


+Rank C Items 


Cduceus %] 


The Art af Ofminisfi Missile )cl 


SPOILS OF SIN 

1 


Kanesadn xl 


RANK B (699-525) 


Galden Egg x2 


RAHKC(S24 


aso 


Mngic Bangle xf 


SB 


m 




-i:.' W:- 


Jf ■■ 


-f c: 


UNION PLUJHf x2 




UNION PLUME i2 {30%) 


UNION PLUME x 2 30 % 




MO 





















































HB 



H 7000 #ii!f 10.000 I 

CHAIN OF THE TORMENTED 





HUNKER DOWN 



In spfte of the route drown on the illustration fo the left, there is little 
chance you will get much further than the starting point for most of the 
battle. Use your first turn, to cast support spells such as Guard Reinforce 
and Might Reinforce. Spread out slightly—with two or three spaces 
between characters—so that allies can be involved in multiple sieges. 




A nice way to counter the powerful Opinicus is by casting Sap Power 
on it. This makes your characters more likely to survive its attacks, 

especially when it 
^ets multiple turns 
>er round thanks to 
iurrounding enemies, 
deducing its attack 
hould also give 
fOKi time to align 
:haracters in a siege 
ormation around it. 


A good forinallon is required fo wipg out tho Opinicus for 



BRING ON THE LEADER 


The leader moves down only when the other enemies have dwindled 
to one or two. Since he's been casting Guard Reinforce and Reflect 
Sorcery on himself all battle long, catching him in o siege is important. 
Try to form at least a Trinity Fork to ensure taking him down in one go; 
otherwise, he'll knock out o charocter and reset your plans. 


141 
























CHAPTER 5 ROUTE A 


STAGE54: INNER WARD 




SPIRn nWOURE Ji2 (30%} 


I 1 LANGREY 


AHACK AMl\m DEFENSE. 




2 RED DRAGON 


HP i'il'JiM >*;■ 




8300 




■<u!f 


NONE 


HONE 


000 


7 00 


4 SPECTRAL KNIGHT hp 


NONE 




I 5 OPINICUS 


HONE mmSW^ 


6 NOBLE VAMPIRE hp 


tffSjIffl M 7000 tffflf UJ 


6100 


ODO 


ENEMY DATA 













































i 7 ELITE ARTOLIAN 
^ f SORCERER 

HP j^r 

f ^ 

fltiT|^HONE ■ud^^HyNONE i!fJi;lN!Uf 6200 4000J 



1 o REALMSTALKER 
1^® (ANCELLV40] 




CHAIN OF THE OFFERING 






ARRESTING LANGREY 


Equip your characters with armor and equipment that defend against 
fire. Protect against poEson and paraiysEs with the proper accoutrements, 
and change your spellcasters' attacks to Frigid Damsel. 




CHAMBERS OF HORROR i 


Langrey's throne room is divided into several areas; each difficult to 
navigate, each occupied by a dangerous enemy. The first room features 
a resilient Mithril Golem hovering 
over a pool of poisonous fluid. 

Any character stopping in the 
fluid without □ Poison Check (or 
Omnicheck) equipped becomes 
poisoned until cured. Navigote 
to the left around the edge of the 
pool, and allow the Mithril Golem 
to approach and attack on its 
turn. Characters protected against 
poison can then move into the 
water behind the golem to form a 
siege and strike it down. 


r ; *1 




The Mithril Golem floats over o pool of 
poison, moving to ottock os you navigote 
areund its chamber 


THE RED DRAGON^S GRQtJN 


The second area features a Red Dragon and two vampires. Any 

character who stops on the 
shimmering blue floor tokes 
damage at the end of his/ 
her turn. The vampires move to 
attack as you approach their 
chamber entrance, so you really 
have no choice but to enter and 
engage them while standing on 
the damoging tiles. Take it on the 
chin and form proper sieges. The 
vampires tend to cluster, so you 
may be oble to siege them both in 
a single round. 


TARGET* 

T i; 

- 


Toke out the vumpires quickly with sieges 
rclher than focusing on curing poisoning, 
l^nca the/il just inflict the status over 



The Red Dragon moves into action 
when the party enters its domain. 
The dragon knows better than to 
leave its centrol platform, so you 
can retreat to recover AP and HP 
before toking it on, if necessary. 
The Red Dragon is susceptible to 
freezing, so use Frigid Damsel 
and hope for good results. Spend 
several rounds waiting to recover 
AP before pressing on. 



THE WIND PIGEON 


M: 


Another OpEnicus waits in the 
next chamber, and moves to 
attack os you enter. One or more 
sorcerers may accompany ii 
Whatever toll the Opinicus inflicts 
on your characters, eliminate the 
sorcerers first. 





, The bird creature m be sluin easily 
^ enaugh when alone, but not when o 
[ sorcerer is helping it kill two of more 
|chGroc1ers per round. 




HALL OF THE DISGRACED^ 


w 




Wait extra rounds to recover 
AP before oscending the stairs. 
Approach the stoirs from the side 
to reoch the top in fewer moves. 
After taking the brunt of the 
sorcerers woiting there, arrange 
your characters to catch them both 
in two consecutive sieges, thus 
ell mi noting them both in one round 



Form Q Grond Cross around the resilient 
Spectral Knight to ensure scoring Sin 
during the overkill. 

IlL 



LANGREY 


When approoching Ian grey, head 
straight up the middle. He soon 
descends from his dais on either 
one side or the other and attacks. 
Remaining in the center makes 
it easier to surround Kim and 
execute a siege in one round. 



of Langrey's room rnust be token down in 
one go. Arronge your party similorly to ! 
acfuoiiie this in one round. . 

A ---- - 


Clearing the area helps the party 
survive the attack of the Spectra! 
Knight, who descends upon the 
party os soon as they appear at 
the bottom of the throne chamber. 




Langrey is tougher than Kristoff, 
but it's possible to take him down 
in o single siege with four special 
attacks. If be survives, he performs 
a special attack on your turn and 
his, taking out two characters. 
Revive them, reform the stege 
without heoling, and try again. 































CHAPTER 5 ROUTE B 




Follow \hh route if the Desfmy Plume was used to sacrifice one fo two allies during Chapter 4 Route A, or zero allies in Chopter 3 Route 




(VR’AMATIS PERSONAE 


KRISTOFF 


Crown prince o/Artoliaf but not its eldest prince. By the laws and custdmT^ ^f^KnsW ^. 
first son of the king and queen regnantt is entitled to the throne. Howeverjome con taid there] ^ 
are grounds that substantiate the claim of the elder langrey,first son of the king who wflbofnj 
out of wedlock Regardlessj Kristojf cares deeply for his elder hal^rother 

while trying to calm the political furor raised in the wake of his fathers death fKrist ofj 
passive demeanor has been a great detriment, placing him at the m ercy o f insistenfa n ti 
insidious advisors. 



SPOILS OF SIN 


RANK A im*) 


RANK B (599-450) 


RANK C (449-300) 


Rrt Talisnitin y,2 


The Way of Manti Surge x2 | Mogic Boots x1 
0 The Art of Knockout Alow *1 The % of Encirdemecrt xl ^ Nerior Potion x2 


+Rank B & Rank C Items 


+Rank C Items 


SlAQEss: CASllE COURTTARV 

Tv - 


ENGAGEMENT DATA 

Objective 
Sin Sought 

























ELITE ARTOLIAN 
LANCER 

.tl 





Krislotf devises o litfle lest oF worthiness For WylFred and company. 

The objecMve is lo defeat o mixed band oF soldiers and thieves. The 
deployment screen appears immediately, so the only preparotEon 
possible is to change your spell-caster's attack to Frigid Damsel, to better 
deal with the Adept Mercenary Sorcerer 


KILLING COUNTERCLOCK\A(ISE 


Following the route outiined on the grid above, move the party toward 
the Queenpin at the top of the map. Use Dash to move os far from the 
center as possible, to avoid drawing all the enemies to your characters 
at once. In Round 2, destroy the Queenpin as well as the archeress who 
ascends the nearby stairs. 


'1 




Once the upper port of the map is clear, advance on the units that 
remain. KristofFs test is o short and easy one. 
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Walkthrough 
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Vo 
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O 


STAGES^: THZ SYIVANGIAVE 

tv 


ENGAGEMENT DATA 


SPOILS OF SIN 




Objective 

Destroy oil opposition. 

Sin Sought 

250 


RANKA(S00-^) 

RAKK B (499-375) 


Valiont Heh x 1 | 

ft 

The Art of Cryslol CofI xl 


Tlie Wny of Aura Flux xl 


The Art of Reduce Magic xl 

iRank B & Rartk C Iteim 

+l!ank C Items 


RANK C {374-250) 

H Sacred Crystal x 2 
B Expert's Experience x 1 










































REALMSTALKER 



CHAIN OF THE REBELLIOUS J 

aem 


HARBINGER OF DESTRUCilii:©: 


I] 


Profect characters against poison and freezing with accoutrements. 
During the initiol rounds^ move ihe parly upward to lake out the Carrion 
Wolf perched on the rock. Then double-back^ head up the right side of 
the map, and cross the bridge. 


\ 

! 





TARGET 


. 

■|r 

■ '■ < 


^ ^ 

^ ^ - 




The lower enemies are spread out well enough that dispatching them 
rs easy. 



Move cautiously v/hen approaching the upper bridge. The wolf, Mimetic 
Flower, and Griffin all activate and converge on characters who ascend 
the slope. Move us a party, not individuals. Even then, it^s better to 
wait on the level below the upper bridge for the wolf and possibly the 
Mimetic Flower to eoch approach the party on their own. 
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\ 



STAGI57: WINTERGARD 


ENGAGEMENT DATA 

Objective 


Defeat the enemy leader 


Sin Sought 


MTTHRtL CROWN k1 {80%) 


ENEMY DATA 


3 NOBLE VAMPIRE hp 


LIZAKU KNK7HI 


STAGE MAP 


ELITE ARTOLIAN 
ARCHER 


2 SOUL OF TEARS 


NONE 




^ tii1 JH!tNJJIItTBiy 6800 #111 IP ™oJ 


^rnFmCMW^m gfflTii 




SPOILS OF SIN 




m 




RANK B [699-525] 

RANK C (524-350) | 


Bronllovyn itl 

& 

The Wey of FEe^ererotion xl 

4 

Spirit Tincture xl 


The Art of Crystal Callxl 


Arondight xl 

A 

Golden Eggxl 

1 4 Bank B S Ronk C Items 

+Rank C Items 

—_ 


THF WAY OF TRANSPOSITION >11(100%) 


THE ART OF GRAVE BLESSING 


LEADER 


148 














































ADEPT VILLNOREAN „„ Mmm >> M 


HP -ff ii 


J SWORDSWOMAN '/{ 

ATTACK J!H!I1 DEFENSE XI E XPERIENCE OTH 


# ELITE ARTOLIAN ^ 

0 SORCERESS 

i ATOCK /Tinii'' DEFEHa /H?!^ EXPERIENCE JMI OTH iiHiTi! 




i 



COLDEST NIGHT 


Mobility is the biggest challenge in this battle, since characlers con only 
move one to two spaces per turn. Make this battle Fast by using Dash 
to cross distonces. When AP wanes, skip a few rounds to recharge. 

To skip a turn, press ® to cancel moving a character, press and 
select '^End Turn". 



Charaders can only move one or two spoces per lorn in the loow. Use Dash 
to shorferi your stage tin^e. 


Make the first round 
easier by basically 
remaining in place. 
Move your archers 
and spellcasters as 
needed to soften 
up the approaching 
VSlInorean 

swords wo men. They 11 
move in and attack, 
allowing you to easily 
form around them and 
siege them to death. 



DIRECT ROUTE 


To save time, Ifs best to ignore the sorceress to the north. Trek through 
the snow toward the right side of the mop and enter the two-space 
opening in the walk Keep the high Sin requirement in mind, and overkill 
all enemies between your heroes and the leader hiding behind the 
fortress wall to avoid Realm stalkers appearing in later stages. 



Cast Guard Reinforce and Might Reinforce on characters m the rounds 
leading up to your breach of the leader's chamber. Upon reaching the 
doorway, he usually moves out to attack in partnership with his Lizard 
Knight bodyguard. Take out the lizard first, with extreme overkill, to pod 
your Sin score and hopefully obtain higher rank items. 
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CHAPTER 5 ROUTE B 





CMW 


Sin Sought 


LEADER (RDIENROURG) 


ENEMY DATA 


1 ROIENBOURG 


ELITE MERCENARY 
SWORDSMAN 


ELITE MERCENARY 
ARCHER 


1 

a 

SPIRITT^NOURE x2 (30%) 

^1 

SPiRn TINCTURE x1 (S0%) 


STAGERS: THE AKTOllAN 
M0UNTAINS 


ENGAGEMENT DATA 

Objective 


Defeat Roienbourg. 


SPOILS OF SIN 









































THE HONOR GUARD 


Kristoff appears as an ally during this battle, but moves and acts , 

independently. Attacking alone, he only does minor harm to enemies 
that come into range. If he is killed, the game does not end or change. 

Usually, he's not o problem, but use Dash to get away from him if you 
find him blocking your moves and throwing off formations. 

Like the last battle, snowy terrain is a restrictive factor. Try to move 
across patches of stone on the ground if you need o movement boost. 
Otherwise, the strategy fs very straightforward. Advance up the center 
of the valley, taking out enemies os you go. Avoid moving speedy 
characters like Wylfred, Natalia, Ushio or others too for out in front, or 
the mercenaries con surround and kill them. 





V' 


1 




1 ?' 






THE SERVANT tS THE MASTER 


Roienbourg not only performs three powerful attacks per turn, but also 
executes o special attack each time. This wipes out even the strongest 
characters. Use Union Plumes to bring back the dead immediately and 
reengage him. His high HP and magically enhartced RDM require 
that you perform a minimum of four special attacks in one Soul Crush. 
Surround him in a formation to ensure this. Even an Axis Raid with two 
characters is better than faking him head on. Even that may not finish 
him off, but having a character behind him may stun him and prevent 
him from dispatching an ally. Revive characters in the next round if 
needed and go ogain without healing to finish him off. 





































CHAPTER 5 ROUTE B 



STAGLsr.QATlS OFAIDEIRAVE 


SPOILS OF SIN 


lihr Greoves xl 


Noble Elixir x1 




NONE tfTnHn!trF 63oo CSF 


ENGAGEMENT DATA 


<s> ♦♦♦♦w 


SPlRtT TINCTURE kI (100^) 
tIF REALM^TALKEft IS PRESENT) 


ENEMY DATA 


ADEPT VILLNOREAN 
SORCERER 


2 GREATER DAEMON hp 


ELITE ARTOLIAN 
WARRIOR 


RANK A (700+) 

RANK B (699~S2S) | 

Sk 

Empress Coronet xl 


Ibe Art of CoLinler Attack xl i 


Clook of Britannio x1 

& 

The Woy of Mono Surge xl i 

+Konk B & Rank C Items 

+RoEik C Items 


Objective 

Defeat tbe erreiry leader 

Sin Sought 

350 



























































ADEPT VILLNOREAN 
SWORDSWOMAN 





7 SKELETAL SOLDIER hp 




REALMSTALKER 
(AUGUSTE LV451 




■TffJiimRIf 7000 ronf >0.000 
CHAIN OF THE BENEVOLENT 






PREPARE FOR THE LONG Mlm 


Wor IS upon the landJ Prepare to fight four challenging battles in o row 
without being able to save or shop in between. Bring plenty of Union 
Plumes and Witch's Arcanums, and buy any spells that your costers 
don't o I ready know. 



BROTHERLY ASSAULT 


Kristoff's assault on Langrey's fortress begins outside on the steps. During 
the first round, move your character down to the left. The closest enemies 
approach during the enemy phase, making them easier to isolate ond 
take out. 



Clear the bottom of the stairs quickly before the Iron Golem moves in. 
Otherwise, things become complicated. Capable of kifling a character 
in a single turn, its effectiveness in combination with other enemies 
is absolutely devastating to your strategy. Think of this foe as o mini¬ 
boss. Position your units carefully around it and use □ siege to help 
take it down. 




Reaching lh& middle of the stairs, cut to fho right to toke out the 
swordswoman furlhost oway Then proceed directly irp lo the leodar 









- 

















CHAPTER 5 ROUTE B 


r 





STAGE MAP 


STORM CRTSTftl 11 {mk] 


LEADER 


STORM GtrSTAlxl |50%1 


ENEMY DATA 


ELITE ARTOLIAN 
SORCERER 




ELITE ARTOLIAN 
SWORDSWOMAN 






mo 


NONE 7Q0Q MmiT 11.200 


ELITE ARTOLIAN 
ARCHER 




STAGEdo.-BAILET 

IV 

_ 

Defsotthe enemy lender. 


SPOILS OF SIN 


RANK A (700+) 


ENGAGEMENT DATA 

Obfective 
Sin Sought 


RANK B (699-525) RANK C (524-350) 


Sfargucirds xl 

a 

Basilisk's Geie xl 

m 

Ibe Art dI OiminKh Missib xl 

@1 Demon Hands x1 

□ 

Expert's Experience xl 

n 

Sacred Crystal x2 

f Ronk B Bi Ronk C Items 

n 

Ambrosia xl 

r 


— 

+Rank C Items 

— 
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NONE 


6600 


9000 


ADEPT VILLNOREAN 


SORCERER 




^ AmCK 


NONE 


9500 


6650 


i 7 REALMSTALKER 
Ij' ( MISCHKA LV45 


9526 




8500 


AHACK ^ 
ITEM DROP 


5900 


CHAN 


THE 


INNOCENT 


STAND YOUR GROUND! 


In this wide open courtyard, the enemies close in fast, tn spite of the 
route shown on the mop, there is little likelihood that you'll proceed 
past the starting point for several turns. Avoiding moving individual 
characters too far out to keep the enemies from surrounding them. 



y 


spread your thoracteis among the crowd so sieges rnny 
form naturolly. 


However, avoid 
clustering together. 
Spread your allies 
one to two spaces 
apart. This makes it 
easier to form multiple 
sieges on two or more 
enemies per turn. 



WRATH OF THE LEADER - 


The leader is a sorcerer capable of special attacks. Approaching From 
the bock, he draws near to the party ot the end of Round 3. Even strong 
choracters with good equipment may not survive his assaults. If other 
enemies are nearby, he works in concert with them to knock out multiple 
party members per turn. When the leader draws near, assess the 
situation. If there is more than one other enemy strll active in the vicinity, 
you should take out the leader and end the battle. Otherwise, you may 
find yourself in a desperate struggle to resurrect two to three party 
members every turn rather than fighting. 




'Walkthrough 

















CHAPTER 5 ROUTE B 


1 



STAQE61: INNER WARD 


ENGAGEMENT DATA 


SPOILS OF SIN 


Objective 

Defeat Ungrey, 

Sin Sought 

350 


Arectarlsxl 

□ 

Caduceus k1 

□ 

Noble Elixir xl 

||^| EEueGolexI 

0 

Sylph Robe xl 

□ 

Soge's Arcanum x2 


+Rcnk B I Roiik C llems 


tRonk C Items 


ENEMY DATA 


I 1 LANGREY 




I 3 SPECTRAL KNIGHT 


Hpmrm 


4 OPINICUS 


6600 




HONE m 


7100 cnyi 


15,000 J 


156 









































Assauhh^ dmgon upon reaching the pkitform. Regardless of whether or not 
you can arrange a formation, the momter requires iwo rountfs la kill 


TARGET 

V 


1 5 SOUL OF Tl 

EARS HPj 

* AHACK f‘JF dEFENSE 



6 20 




6 NOBLE VAMPIRE 


jftsmmmrnmw 


7100 


ELITE ARTOLIAN 
SORCERER 


HONE 


REALMSTALKER 
(AUGUSTE LV45) 


❖ 


CHAIN OF THE BENIVOLEHT 


8500 


FAMILY FEUD 


Before leoving the deployment screen, equip your characters with armor 
and equipment that defends against fire. Protect against poison and 
paralysis with the proper accoutrements, and change your spellcasters' 
attacks to Frigid Damsel. 


CHAMBERS OF HORROR 


Langrey^s throne room is divided into several areas; eoch difficult 
to navigate, each occupied by a dangerous enemy. The first room 
features a Noble Vampire hovering over a pool of poisonous fluid. Any 
character stopping in the fluid without a Poison Check (or Omnicheck) 
equipped becomes poisoned until cured. Navigate to the left around 
the edge of the pool, even though the vampire gets to attack on its 
turn. Characters protected against poison can then move into the woter 
around the vampire to form o siege and stoke its heart. 






DAMAGE HALL OF THE REI^ 


The second area features a Red Dragon mini-boss and two Soul of 
Tears. Any character stopping on the shimmering blue floor tiles takes 
damage at the end of his/her turn. Therefore, position the entire party 
on the brown tiles [ust inside the dragon's lair. The ghosts move in to 
attack, and you really hove no choice but to stay on the tiles and toke 
them head on, rather than in formation. 




When the two ghosts ore defeated, prepare to take on the red beast. 
Move everyone across the damaging tiles in one turn, with slow-moving 
characters using Dash to cross. Wytfred should use his Vali's Awakening 
skill to double bis parameters and draw the dragon's attacks. Just be 
sure to heal him to full health with your next turn. Then, take the creature 
head on, formation or not. In all likelihood, the dragon survives your 
attack. He then gets to attack □ character on your turn and his. Wylfred 
can survive the dragon's assault thanks to use of Voli s Awakening. 


p. /a 
• fT - S' ^ 

h i fi 

‘/-A'- 


Tfie vampirt floats cm □ pool of poison, rpoving to attack os you pass 
through its tbamher. 
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CHAPTER 5 ROUTE B 


■ TARGET 

1 ^. 






Prepare to toke it 
down by corefully 
positioning your 
characters oround 
it in Grand Cross 
formation. Even if this 
means positioning 
one character on a 
damaging tile, so be 
it. You must assault 
this monster with four 
special attacks in one 
turn [ust to have o 
slight chance of killing 
it Hopefully, using 
Frigid Damsel freezes 

the monster, making this much easier. Spend several rounds waiting to 
recover AP before pressing on. 


For your socond aftempi, mrtfully orrcmgs o Grand Cross 
to ensure taking out the treafure for csritiin. Scoring Sin on 
^he dragon is diffltull. 





BLUE BIRD OF PREY 


An Opinicus attacks in the next chamber its wind attocks are capable 
of paralyzing allies. However, one or more sorcerers capable of specioi 
attacks also reside here. Whatever toll the Opinicus inflicts on your 
characters, eliminate the sorcerers first. 




THE MASTER'S CHAMBER 


Wait extra rounds to 
recover AP before 
ascending the stairs. 
Approach the stairs 
from the side to 
reach the top in 
fewer moves. Take 
out the one sorcerer 
positioned ot the top 
of the stairs along 
with any company he 
may have. 



Clearing the area helps the party survive the attack of the Spectral 
Knight, who descends upon the party os soon os they appear ot the 
bottom of the throne chamber. 




THE SULLEN ONE > 


When opprooching Langrey, head 
straight up the middle. Position 
one choracter near each stair. 
Langrey descends from his dais on 
one side or the other and attocks. 
Positioning most of your characters 
in the center mokes surrounding 
him and executing a siege easier. 



Avoid npprocdving the dais fram orpe ^ide. 
Whichever side you approoth, Icnpey 
destand^ the other side arid attach. 


Langrey is an eosier foe compared to the dragon, but the effort still 
requires four special attacks in a row to succeed. If he survives, 
he performs □ special ottack on your turn and his, toking out two 
characters. Revive them, reform the siege without heoling, and knock 
him out for certain in the next round. 



Langrey fulh like o brick against e well-orchestratad siege. 




158 























STAG£62:VUNGWN PATH 


L ENGAGEMENT DATA 1 

H Objective 

Destroy all opposition. 

H $in Sought 

4S0 





ELITE VILLNOREAN 
WARRIOR 


fNOHl 




ELITE ARTOLIAN 
SWORDSWOMAN 


HOME JffljIHf NOHt 7300 CHT saoo 


ELITE ARTOLIAN 
ARCHER 


MAi/:Wiy HONE 6000 


[ 




ELITE ARTOLIAN 
SORCERER 


yAiBflfwOH^^royHQtl^KIJjAMf620^#^y40^ 




4 ^ 


4 OF THE STEADFAST 


7000 


DOO 


CHAIN 


STRAIGHT SHOT OUT 


Not all the Artolians are informed 
of Langrey's imminent departure, 
leading to grove consequences. 
The party must fight their way 
out of the castle's subterranean 
dungeon ruins. This battle is as 
straightforward as it gets. Simply 
descend the stairs and cross the 
bridge, taking out all enemies in 
your path. 




Onit the foes on ifie stairs and below are 
dee red, skip a torn or two to recharge AP 
before trovening the bridge. 





















































CHAPTER 5 ROUTE C 



0 'KAUATlS PERSONAE 


LANGREY 


Follow this route tf fh$ Destiny Ptume was used to sacrifice one or more allies during Chapter 4 Rout© B, or if you're coming from Chapter 4 Route C. 


lldest prince ofArtoliaj but not its crr>wtJ prince. That honor beion^ft^tfte Frmf^ isloff^t 
of the queen regnant, per the traditions ofArtoUan succession] Nev ertheless , th ere are thosejvh o 
argue that since langrey's mother tvcj oJa birth more noble thatf thYi^ue ai'^the throne 
right his, and Artolia has been embroiled in conflict since the princeJ were mere 


langrey’s wishes for Artolian prosperity are genuine, and he lament s that hi s kingdom do 
not enjoy the wealth its neighbors do. It is for that very reasohlthefuture welfare of his 
homeland, that langrey seeks to rule. : 



STAQm:^AlL£r 


SPOILS OF SIN 


. ENGAGEMENT DATA 

1 Objective 

Destroy all opposition. 


1 Sin Sought 

220 




RANK B (439-330] 


RANK C (329-220) 


Shodow Crystal x2 


The Way of Marta Surge x2 


Mogtr Boots x1 


TlieV/oy of Entirc)ement xl Guard Potion x2 


The Art of Crystal Call xl 


Nfctar Potian x2 


+RQnk B & Rank C Items 


+fiarik C Items 










M GHT mm 













































PULL BACK AND REGROUtI 




1 QUEENPIN 


HPiEEEI 


HONE 5800 3600 



SORCERER “*■ " ■ 


^iW^^i NoH ^rnr^y ^i^ 3JiiJ!!ji V59o^ giViir ^2^ 



E 

^|lll^fflFH0H^lflMFN0N^i^^1l|!fi||^^^ 


ELITE ARTOLIAN 
SWORDSMAN 




ELITE ARTOLIAN 
ARCHERESS 


HP^TiTT 





FORMAL SETTINGS = 



The party begins in Aidelmve. Purchase the best new equipirienl from 
the shop, ensuring that your main party members ore oil equipped 
with 3-hit weapons that allow special attacks. If you choose to adopt 
one of the new characters from the previous chapter into your main 
deployment, make sure to give them better equipment ond teach them 
plenty oF tactics and techrrrques. When finished preparing your main 
characters, choose the '^Attend Castle" option on the Town menu. 



langrey seeks to take the throne with Wylfred's oid. 


j Chancellar Cordius 

J Attend^ CTOjnbataatsI &y inandate of His Royal 
i Highness Prinoe Langrey^ henceforth shall the 
I greatest warrior in all Artolia be crowned. 


« % 


r. 


On your first turn, move oil your characters toward the bottom of the 
mop and take out the archeress at positron "5" os shown on the stage 
map on the left. Your top characters must use Dash in order to help out 
in her disposal. 



Storting with Round 2, head to the left to obtain o hidden Might 
Potion, then fight your way up the side of the mop toward the sorcerer 
positioned at number "2" on the map above. Exploit the sorcerer's 
weakness by costing Frigid Damsel spells ogainst him. By the time he"s 
finished off, the path to the Queenpin ot position "1" should be dear. 
Engage her and complete the bottle. 




Walkthrough 

































CHAPTER 5 ROUTE C 




STAGE MAP 


LEADER 


RAPTOR CLAWS it I (60%) 


FLARE GEM Jtl (40%) 


FLARE CRYSTAL x1 (70%| 


m 


1 GREATER DAEMON hp 


C2MW«3dd cSlTsooo 




2 CELAENO 




^^y|3L!IJ^y6000ji^y38^ 


3 SKELETAL SOLDIER 


€MIMfNONE cnsf- 


4 LIZARD LORD 


^NQNE m 


5 KOBOLD KING 




4300 

7 S800 tfiffy 4100 


, REALMSTALKER 
► (DUWAIN LVan 


I 


0 ChF# CMIlIir ^000 cnj'O'Ooo 

CHAIN OF THE PENITENT 


Sin Sought 


STAQI 64 : THE SriVANQlAVl 


ENGAGEMENT DATA 

Objective 


Destroy all oppasition. 


SPOILS OF SIN 


RAHKA(560+) 


RANK B [559-4201 RANK C (419-280) 


A 

VolisotHebxl 

m 

* The Art of Crystal Call xl ^ 

□ 

Spirit Tincture x3 


The Wayof Auro Fltix xl 

n 

Expert's Experience x2 

□ 

j^oble Elixir x2 

fRonk B ^ Rank C Hems 

m 

1 Power Bangle xl 

— 


H-Ronk C Items 
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SET YOUR MAGIC TO HQL^ 


During deployment 
prior \o the bottle, 
moke sure to set your 
spell-casters' attack 
to Sacred Javelin, to 
take advantage of the 
Greater Daemon's 
weokness. 



';4j Deployment 

D&pToyiTLent )' 

1 

MeTiu 1 

i 

Eneige 

(S>ti (e>.p 

: ■ - ' rf 

! ^ 

i 

i 




Set your spell caster s magic attack prior to battle to toko 
advantage of enemy weaknesses. 


BRIDGE BY BRIDGE 



In the first round, 
move the party to the 
bottom right corner of 
the map (according 
to the default angle). 
Toke out the Lizard 
Lords and Kobold 
King thot approach in 
the first few rounds. 
This clears out the 
lower bridge. 


Crossing the bridge draws the Celaeno into the battle. Let your archers 
and spell-casters stay behind to fend it off, while your melee units 
continue across the bridge and up the slope to the upper bridge, where 
it hovers. Then your team can attack together to toke it out with overkill. 



If you're interested in the hidden Art of Reduce Magic skill, cross 
the upper bridge to the right side of the map to ocquire it. However, 
this odds several extra rounds to your battle. If you are not interested, 
proceed up the slope to engage the Greater Daemon. Upon reaching 
the leader, use Wylfred's Vali's Awakening skill to draw out the monster, 
and have other characters use Dash tactics to encircle it and attack from 
all sides. 




• - 


I 


''target v , 

■ ^ ,'V 

^ 7 .'iL > 

r! - TT 




Surround the Greater Daeman m a siege (ormotien 1 q eKecute up 1o four 
special ottacks in one ge, mi score 100 Sin. 



















CHAPTER 5 ROUTE C 



STA(SE65: the AKEOEIAN 
MOUNTAINS 


SPOILS OF SIN 


ENGAGEMENT DATA 


Da^troy oil oppciition. 


Sin Sought 


RANK A (600+) 

1 RANK B (S9M50] 

RANK C (449-300) 1 

Bronilovyn xl 

& 

Tbe Way of Evonescertce x1 

ft 

Goldon Egg x1 | 

Ambrosia x2 

& 

Ttie Way of Regenerofion x1 

ft 

Sflcred Crystal x2 f 

1 ^Rank i & Kank C lt€ins 

iRank C lleiiTS 

1 


THE WAY OF TRANSPOSITION J(1 


ENEMY DATA 


I 1 ELITE ARTOLIAN 
« ■ WARRIOR 




NONE 


HONE 


mo 


ADEPT CRELL 
SWORDSWOMAN 


I M ADEPT CRELL 
- ^ LANCER 






EXPERIENCE 


THE ART OF GRAVE SLESSlNG 
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Return to Aidelrave and choose the "Attend Castle" option again to 
watch Langrey rally his troops. Afterward, exit Aidelrave and proceed to 
the new location on the World Map, "The Artolian Mountains." During 
deployment, change your spelkasters' attack to the Dork Savior spell to 
exploit the weakness of a majority of the enemies. 




CUT THROUGH THE VALLEj 


Like last time, going after the hidden item in the raised corner of the 
map should odd several extra rounds to this battle. The Art of Grove 
Blessing is a commonly found skill tn previous chapters. Although this 
guide shows □ route that includes how to claim the item, you can ignore 
this and simply cut through the mtddb of the snowy valley, taking out all 
of the foes in shorter time. 



Langrey 

Drothers and sisters^ jmstice be your sinFord! 
Fear not the dark night aheadj for you herald 
the davn of a new Artolia! 




Sendiiig somsane after ihs hidden item on the high cliff con add several 
unwanted rounds to this battle. 




I 
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CHAPTER 5 ROUTE C 


1 




ROIENBOURG 




ONE 


dCf 


NONE 


SSOQ 


asoo 


ELITE MERCENARY 
SWORDSMAN 




ELITE MERCENARY 
ARCHER 


^rnriffRy : 


ENEMY DATA 


STAQUe: THE AKTOUAN TASS 


SPOILS OF SIN 


ENGAGEMENT DATA 


STAGE MAP 


RANK A (560+) 

RANK B [559-420] 

9 

Mirror Plate xH*l) 


TfieArl of Magic Mail xl 


Starguards xl 

Ir 

TheArtof Knockoat Blowx? 

fRank B & Rank C Iteois 

+Rank C Items 


RANK C (419-280) 


Omnkheck x2 


Sage's Afconum x?f’'2) 


*1 Nol given if Realmstnlker appears. 

^2 Quartlily [ncreoses 1o 4 if Realmstofker appears. 






L£ADER (R 

01 

lENBDUSG) 

Ma 

m 

NOBLE ELIXIR xl 

1100%) 


: - 
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ADEPT MERCENARY 
SORCERER ^ 


AHACKMKa DEFENSE X EXPERIENCE AiliTiW OTH iTOI 




THE OLD MAN'S LAST STj^Nl 


During deployment, chonge your spell-costers" attack to Frigid Damsel 
to give yourself an advontage in this battle. Advance up the field, 
defeating the minor enemies in your path. Slop outside the closest 
barricade in order to coax the enemies out of their positions at either 
side. After eliminating them, head around the barrier to take on 
Roienbourg and his sorcerers. 




Roienbourg may seem to demand immediate attention, v/hol with his 
infinite number of spear attacks followed by a special attock every 
time. However, the key to defeating him is to focus on eliminating the 
sorcerers first. With the mages nearby, Roienbourg gets two or three 
attacks per enemy phase. When he's alone, he can only wipe out one 
character during the ally phase and one during the enemy phase. Use 
Union Plumes to bring fallen allies back, but don"t worry about healing; 
Roienbourg [ust slays them agoin. Instead, surround Roienbourg in a 
Grand Cross formation and try to perform up to four special attacks 
in every character's turn. Use Frigid Damsel ogainst him, since he's 
susceptible to freezing. If you can put him on ice, it's the biggest break 
you can get! 



























CHAPTER 5 ROUTE C 



SPOILS OF SIN 


STAGES/: CASTII GATES 


ENGAGEMENT DATA 

Objective 


the enemy leoder 


Sin Sought 


STAGE MAP 


WITCH'S ARCANUM 


FAIRY TINCTURE x3 (20%J 


SPIRIT TINCTURE uMBOSI 


RANK A (740^1 

RANK B (739-555) 

, RANK C (554-370) 

A 

Empress Coionef xl 


TheAitof CounierAtlockxl 

ft 

Expert's Experience x2 


Cloak afEritannioxI 


TEie Way of Mona Surge xl 

ft 

Ambrosio xl 

+Rank B S Rank C Etems | 

m 

Ether Greoves xl 


— 

[ +Rank C Items 

— 


S0DDES5 UNCT^RE 


LEA0ER 




ELITE ARTOLIAN 
SORCERER 


HP^2a ...i 


|eiWiW!f HOH ^^TO^F NON ^^^^^ 620 ^KriF 40mtJ 





ELITE ARTOLIAN 
ARCHER 


I if 


ADEPT CRELL 
SWORDSWOMAN 




NONE 


tfnnwHOHE 6000 car 3300j 


MirnnTHT < 
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The Crown City is your final destination on the World Map, Prior to 
entering the site, return to Aidfelrove and stock up on plenty of Elixirs, 
Union Plumes, and Witch's Arcanums. Buy any skills or equipment 
that you may have been apprehensive about up until now. Set your 
spefkosters to attack with Dark Savior to exploit the majority of your 
enemies' weaknesses. The next three bottles occur in sequence without a 
rest in between, so your parly must be in top shape! 



TARGET I 

I I. 


In the first round, move your party to the bottom left corner of the map 
and allow the closest enemies to come forward. Be aware thot enemies 
can climb down from the upper level using the rooftop where the 

closest sorcerer Es 
positioned, so avoid 
moving past that 
location. The sorcerer 
can cast spells from 
above without any 
retribution, making 
him extremely 
dangerous in 
combination with 
other Artolions during 
the operring rounds. 


I s*. 




M 


Avoid the rooftop where the sorcerer stords wotch. He con 
otiock fram obove and drmh down to wreok havoc. 

HI — 




AVOID THE BUILDINGS 


Giving the rooftop □ wide berth, 
move abng the left side of the 
map and up the stairs. Use Dash 
repeatedly to cross the tong 
distance. Upon reaching the top, 
give your characters a few rounds 
to regain their AP. Collect the 
hidden Goddess Tincture on 
the upper left rooftop, then reform 
and move onto the upper level 
Take the battle down the path and 
through the drawbridge, where the 
sorcerer leader awaits. 


Hold position CinnretHf AP J# 


Take a few raunds to recharge AP neor the 
hidden Goddess Tincture lecation. 





On the upper levels, move in a group end let ibe enemies come to you for 
easier individual disposal. 



in THE SIN ROITIN 

The amount of Sin sought in this bottle is very high, so look for ways to surround 
enemies in Grand Cross formotions during every round. Overkill these enemies with 
multiple speciol attocks for 1 00 Sin on every turn to ensure you nchieve the required 
Sin before moving to attack the leader. Try like never before to ochieve the A Ronk in 
Sin for this bottle, because die spoils are incredible! 


OverB(f! 
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iMWA 


STAG268: CASTLE COUKTYARD 

^ _ 

Def&at the enemy leader 


ENGAGEMENT DATA 

Objective 
Sin Sought 


SPOILS OF SIN 


RANK A (600+) 


RANK B t59M50) RANK C (44MOO) 



Helgi's Sword xl 


Demon Ho ids xl 



Basilisk's Goze xl 

m 

The Art of Oiirinish Missile xl 

n 


fRonk B & Ronk C Items 


Cajiburn xl 


Goddess Tfucture xl 


+Rank C flems 


STAGE MAP 


WITCH'S ARCANUM jl2 (B0%} 


:s 1 WITCH'S ARCANUM x\ (20%) 


POWER BANCU xI (70%] 


FROST CRYSTAL 





ENEMY DATA 


M 


ELITE ARTOLIAN 
SWORDSWOMAN 


IB 

■CEiZS^Norir 


NONE mm mmmw 7300 CniF 3800 


ELITE ARTOLIAN 
WARRIOR 




















































ADEPT CRELL 


SWORDSWOMAN 




NONI 


6 00 


i / ELITE ARTOLIAN 
* 0 SORCERER 


«™y»oo 


i 7 REALMSTALKER 
* ' fLIESELOTTE LV45) 


9 CHauIIinr ■tiiii io.ooo 
CHAIN OF THE DEPRIVED 




SNEAK UP BEHIND THE lEA^D:Eil!g 


Once the party is all together, the battle proper con begin. Move up the 
bridge and decimate the enemies in your way. Again, the Sin sought 
is very high, so look For ways to surround enemies in Grand Cross 
formations during every turn. 


TOO WIDE A SEPARATION 


When approaching from this angle, the leader's bock is turned and she 
remains unovv^are of the party's approach. If desired, you can follow 
the route illustrated above and sneak past her to attack the remaining 
enemies beyond her position. However, be warned that she will join in 
the fray, making subsequent enemy phases dangerous. If you wont to 
avoid killing her until lost, press Start to concel during her attacks. 


The party begins spread apart in twos on opposite sides of the mop. 
This is no sane way to approach any battle, so spend the first couple of 
rounds moving the ® 
and (J) slot characters 
to rejoin the (a) and 
(J) slot characters 
on the other side of 
the mop. Meanwhile, 
move both choracters 
on the right side oway 
from the bridge, and 
collect the Frost 
Crystal hidden in 
the garden. 


Move the ® and (7) rhorocter^ over to re|oin the (J) 


ai>d M choracters as fos! as possible using Dosh. 


Meonwhile, pull back ibe A and B chororteis and locote the hidden frost 
Crystal in the garden. 
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& 

-• 




^7^1 WITCH'S ARCANUM xl (100%) | 


WITCH'S ARCANUM % 1 (10O%] 





ENEMY DATA 


i 1 KRISTOFF 


HPiEi!!l!l 


rNONE g MTHHITBy s 2 .oao gn!y i3,ooo 



ELITE ARTOLIAN 
SWORDSWOMAN 


hpAssm 






ELITE CRELL 
LANCER 


HP J3E3 


NONE 
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ELITE ARTOLIAN 
ARCHER 


HP Am 


ELITE ARTOLIAN 
SORCERER 


HP ,-rt. 


AHACKiMlE DEFENSE ilml; EXPERIENCED^ OTH Affi] 


REALMSTALKER 
( USHIO LV43) 


HP ACT! y''. 


DEFENSE EXPERIENCE Emm OTH iffiEE] 


ITEM DROP, 


t a REALMSTALKER 
_y (FAUXNEL LV45) 



A 7000 ■tiiip 10.000 

CHAIN OF THE COVHOUS 


] 



STEPS IN STAGES 


The besf way \o take the throne roonn stairs is in stages. Move the party 
to the side oF the stairs in order to avoid the range of the archer on 
the opposite end. Vanquish the archer on one side, then move onto 
the stairs and begin talcing out the other archer, os well as the guards 
blocking the landing. 



Above the landing, a swordswomon guards the right and a sorcerer 
blocks the left. Head for the sorcerer and take him out to make dealing 
with Kristoff easier. Use Dash to move chorocters up the stairs quickly. 
Your sorcerers and archers can attack from below while your melee 
fighters strike from the stair top. 


' TARGET 

t .. -V ... -x, 

■ ' f, 

t . ■ ■ n 


K 


, 41 ? 




* - 

* - 




Enlist mulli level ottacks from the side and below to clear the area above 
the stairs. 






THE CROWN PRINCE' 


Kristoff didn't become o slouch during his time on the throne. Capable 
of virtually infinite hits followed by □ special attack every time, he can 
most certainly knock out one of 
your characters on each turn. 

Bring the slain unit back with 
a Union Plume, os opposed to 
magic. Be sure to take out the 
nearby sorcerer first, so Kristoff 
doesnY get more than one turn 
per enemy phase. Otherwise, 
the battle quickly slips out of 
your bonds. Use Dash to put a 
chorocter behind Kristoff, and 
utilize the Grand Cross formation 
on every turn. 




Kristoff needs to be surrounded on four sides in a Grand Cross siege It's 
the only way to guoronlee you con do four spedal oltorks per turn ond 


bring his HP 





























CHAPTER 6ROUTED 



ORAMATIS PERSONAE 














The loyal servant of Hel^ Qtieen of NiflkewifAilyth assumes the guise of a lady s o as to move 
freely about Midgard. Her true form is in fact that of the ravenous 


THE SA ME OlfSHOP 












"'Shop'' \i added to the deployment menu in Chapter 6, regardless of route. The Inventory 
is the some as that of Chapter 5. Keep in mind [before deploying) thot all items and skills 
from this gome corry over into your next. Since the shop inventory won't be this good 
again until the next time you reach Chapter 5, stock extras of every codex, tactic, ond 
technique you con afford. Also^ purchase several dozen Ur^ion Plumes^ Witch's Arconums, 
and Elixirs to tide you over. 




















STAGEyo: THE VAKK HORIZON 


1 

ENGAGEA 

AENT DATA 

■ ■■ 


Objective 

! Defeat Garm. 



STAGE MAP 










- 




«ii* 




UNION PLUME X 2 (100%} 


GODDESS nNCTURE i1 (3D%] 


SPIRIT TINaURfx2190%! 


GODDESS TlNOURExt (30%} 


SPIRIT TlMCniRE k2 (90%} 


imiON PLUME i3 (100%) 


UNION PLUME k! 
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CHAPTER 6 ROUTE A 








RESIST THE MAGIC 



prepare for ihis battle in the deployment screen by equipping all party 
members with Magic Mail (preferobJe], Reduce Magic (also preferable], 
and Resist Magic (if nothing else). The latter technique is available 
for sale in the shop, v^hich is now an option added to the deployment 
menu. Diminish Missile is extremely useful against Garm as well. Ensure 
also that your spellcasters know Sacred Javelin, Sap Power, Sap Guard, 
Guard Reinforce, Spell Reinforce, and Might Reinforce. All tomes ore 
available for sale if needed. 


THE PALE FLAMES 


Floating between the party and the massive Garm ore five elemental 
creatures. Each Pale Flame casts magic of a different elemental type, 
so protect each of your characters against one element by equipping 
appropriate ormor pieces. The Pale Flames can only move one to two 
spaces per turn. However, their attack range is four spaces, allowing 
them great ronge on the field. Each Pale Flame gets to attack three 
times and end with o special attack, maximizing the benefit of casting a 
Reflect Sorcery spell on on ally. 


t 

if ^ 






m 


Allow the Polo Flames to move ever solid 
land to surround cmd defeat them. 





Pole Flames hove speciol attecks, so 
hopefully you brought a ton of Union 
( Plumes. 

m ____ 


Therefore, the bottle becomes a long struggle to wipe out the Pale 
Flames while attempting to reach Garm* Follow the route illustrated 
on the previous page quite exactly. This does not prevent oil the Pale 
Flames from attacking the party, but at least they conT oil attack at once. 
Help your ollles survive by costing Guard Reinforce, Might Reinforce, 
and Spell Reinforce on them repeatedly. 
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GARM APPROACH 


aEK-. 


By 


Agoin For emphasis, the route must be followed exactly. Move your 
cursor to Gorm and press {*) to check its attack range. Garm can attack 
and kill a character standing in any space save for the row along the 
very edge. Avoid moving into the back portion of the stoge until all Pale 
Flames are extinguished. When you do approach Garm, avoid stopping 
any characters within its range. 



Move the party up to the corner closest to Garm that is still outside its 
range. From there, three of your characters must be able to dash over 
to Garm, If AP is low, skip a turn or more until three of your characters 
have the 30 AP required. Then, move three characters over toward 
Garm, all dashing at the ends of their turns. 



The reason not to move alt four is that this is not the true battle. The real 
condition to complete this stage ts that your characters must attack Garm 
once, and one party member must survive. Therefore, leave one person 
out of Garm's attack range to ensure your game continues. 















CHAPTER 6 ROUTE A 



STACiE/i.- THE DARK HORIZON 


ENGAGEMENT DATA 

Objective 


Defeat Gartn. 


STAGE MAP 


^ ENEMY DATA 


mm PiUMr 


GODDESS TINCTURE eI (30%) 


1 GARM 


75,B00 


EXPERIEKa 


100,000 


]78 




















FINAL PREPARATIONS - 


The battle againsf Garnn requires a very specific strafegy unlike 
ony you've employed thus far Carefully prepare your party in the 
deployment menu prior to engaging. Place Wylfred, Ancel, LockswelJ^ 
□nd Fauxnel in the party. If Fauxnel is below level 35, use Experts 
Experience and Golden Eggs to whip him into shape. Teach him the 
Dash skill, as well as any combination of Diminish Missile, Magic Mail, 
Reduce Magic, and Resist Magic. Give him great equipment, and use 
a Sacred Javelin Codex on him. Make sure both of your sorcerers know 
Sop Guard, Sop Power, and Might Reinforce, 



As in the previous battle, leave one character outside of Garm^s range 
so the game does not end after the bosses first attack. Cast Might 
Reinforce on both Wylfred and Ancel. The effect lasts five rounds, so 
there's no rush. Then, move Wylfred, Ancel, and Fauxnel down the field, 
without dashing. Garm attacks on its turn, severely damaging but not 
kilting any characters. 




In the next round, move down-field again, and Dash at the end of each 
move. Place Wylfred and Ancel on either side of Garm, and Fauxnel 
directly in front to form a Trinity Fork siege. Attack the monster and use 

special attacks. This 
ossoult should bring 
Garm's HP down by 
o third. This is ideal, 
since Garm is able to 
heal completely if its 
HP drops below half. 
Garm counters and 
attacks during its turn, 
wiping out all three 
characters. 


Use your odd man out to revive 
oil three characters. Recost Might 
Reinforce on them and skip at least 
one turn to allow AP to recharge. 
This time, move all four characters 
down the field without dashing. 

At the end of Fouxnel's and 
LockswelKs turns, cast Sap Guard 
and Sop Power on Garm. Now is 
the time for Wylfred to use Valias 
Awakening. During the enemy 
phase, Garm attacks, but your 
characters should survive. In the 
next turn, move all four characters 
into a Trinity Fork formation, with 
Fauxnel and Locks well stacked in 
front of the monster. 



The Trinity Fork forrrnlioti is essential la 
ensuring that you cun take down two- 
' thirds of Gurni's heolfh in one ossoult. t 

^ J r, __ _ 


Attack with four consecutive Soul Crushes. This time, you must take 
Garm's HP from two-thirds to zero before the enemy phase. Between 
Sap Guard and the magic boosts to your characters, you should just be 
able to destroy Garml 





























CHAPTER 6ROUTE B 



Follow this rouJe if the Destiny Plume was used to sacrifice one ally during Chapter 5 Route or if coming from Chapter 5 Route B. 


^DRAMATK PER50NAE 






Betrayed by cowardice^ ihyodor died bravely oti the battlefield and was chosen cinherjar 
by the valkyrte. Though honored, hisJamily su^eredgreat hardships i n Jus absen c 
Having watched Wylfreds obsession with the valkyrte boil over, he cannot stand by and 
watch his son destroy himself As einherjar, he must heed the Battle Maidens call to a 
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CHAPTER 6 ROUTE B 



SJAGI 72 : HOUSE OF THE FORSAKEN 


V 

in 

z 

0 

> 

Q 

m 

MENT DATA 


1 Objective 

Defeat the valkyrti. 



STAGE MAP 


GODDfSS TINOURE 


mm PLUMi x2{100%| 


mm PLUME 




















SP R T TINaURE 
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SHIMMERING WINGS 


LennetK ond her einherjor stand ready to repel Wylfred. Each of the 
einher|or is like a minor boss. The best strategy to defeat each on 
your way to the valkyrie ts for every character to attack on einherjar 
individually on his/her move, until eventually the entire group attacks 
and eliminates it. 



Unless you prefer to power up your chgracters with EXP gained from 
defeoting the einherjar, move up the left side of the map and head 
toward the door near the volkyde^s position. As you kill the einherjar 
outside the ruins, she emerges and attacks. All you must do is attack her 
once os a group, and survive. The battle is interrupted by the arrival of 
an unexpected guest... 
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CHAPTER 6 ROUTE B 



SJAQljy.HOUSZ OF THE F0R5AKEN 

tv 


^ ENGAGEi 

MENTDATA 3 

1 Objective 

Defeat TliyodoL 



uNicm nuMi ii (100%) 


SPiKiTfmaimE x2 (mj 


1 THYODOR . <1. 

'■Ps 


61000 


NONE 


NONE 


EXPERIENCE 


50,000 


EINHERJAR 

SORCERESS 


^0 

“dlUfa ic h 


SS30 


NONE 


NONE 


EXPERENCE 


5000 


000 


ENEMY DATA 


OODIJESS TINOURI 


spiiiTTinauRi 


UNION PLUME 
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CLEAR THE ROAD 




PATRICIDE 



Only a couple of sorceresses and archers sland between the porty and 
Thyodon Move to eoch einherjar, surround him/her with a formation, 
and stort pummeling. When only one einherjar and Thyodor remain, 
stop in position and spend a few turns bolstering your party, Cast Might 
Reinforce on choracters that don't hit as well, then skip onother turn to 
□How your spellcoster's AP to recharge. 



When ready, use on archer or spellcaster to attack the sorceress. This 
draws her toward the party, a few steps oway from Thyodor, Move in 
and surround her on your turn. On Wylfred's turn, have him use Vafhs 
Awakening. Take her out using four consecutive special ottacks. She 
must die quickly, and magically bolstering your choracters' ATK helps 
defeat her. 



Thyodor moves in immediotely afterward. Capable of 2CX50 hits per 
attack plus a special attack, there is no doubt he will kill a character. 

The exception is Wylfred, if he used Vali's Awakening. Revive the 
dead character ond cost Might Reinforce on the victim if possible. But 
don't waste time healing. To defeat Thyodor, it is mandatory that you 
surround him on oil four sides in o Grand Cross formation to receive the 
necessary bonuses. Hit him with four special attacks. 



Unfortunately, Thyodor doesn't go down even with Might Reinforce 
bolstering several characters. He kills a character at the end of your turn, 
□nd another during the enemy phase. Revive both characters and reform 
around him on all sides. Attack him again without healing to ensure 
that you get to ottack him as a group twice more before the next enemy 
phase. This should ensure taking him down and finishing the game. 






















CHAPTER 6ROUTE C 



STAQE 74 : HOUSE OF THE FORSAKEN 

tv 


L ENGAGEMENT DATA 



Defeotthevolkyrie, 




STAGE MAP 


Follow this route if the Destiny Plume was used to sacrifice one or more allies during Chapter 5 Route B, or if 
coming from Chapter 5 Route C. 


OODDESSTINnURI 


mm EL X R 




ENEMY DATA 


1 VALKYRIE 


^ f I ! 2 gwendal 


186 
























Lesbjf 


3 MISCHKA 


NONE NONE 8000 MlfriQM 




5 AUGUSTE 



4 PHIONA 


mm m 


NONE tMElif sm 



6 EARNEST (S74) 


HOME^TOJ!^yNOIHlHroJ^^ 




HP Mimm i 


7 HEUGOE (S74) 





DUWAIN 


NONE ■> 


NONE y^!jJJ:ilj!fjy 8000 1000 




9 DARIUS (S74) 


hqE 



NONE JTn'J:llj![jy 8000 tfTilf 1000 



10 MIREILLE 


NONE m 


672t 

^NONE fPlISf SOOO 


MiVif.tiy HONE ^ 



12 NATALIA (S74) 






NONE 




14 VALMUR 


^I^Wy NON ^^JffiHy NON ^^jl^^ SQO^ ^ri No^ 




NONE #i'jJJ:llj!Wy 8000 tffliiy 1000 



16 LOCKSWELL {S74) 


NONE MiVffiHyNONE 


NONE 


NONE 8000 CQ!r«>oc> 


mmmn 

M:\i/:My NONE jnffiny 


NONE mmm 8000 1000 



The Valkyrie 


Simply head up the field to the ruins and enter. Surround the valkyrie 
and assault her in a siege formation. On her counter and her following 
turn, she hacks up two of your characters. Revive them with Union 


employs the two Plumes, move them back into position, and ottock again without healing, 

to four characters 

sacrificed to the 
Destiny Plume as 
einherjar bodyguards. 

Therefore, the degree 
of difficulty is set by 
your wanton use of 
the plume. If you 
managed to use the 
plume only twice, then 
the battle is very easy. 



Any additionQl enemies near tb volkyrie 
can complicate the battle. Use a turn 
to take them out first, though ft means 
^uffeeing the valkyrie's wroth. ^ 



Lenneth's miroculous spedal attack takes 
out a chameter every chance she gels, 
^efor m ond to ke her down g uickly! ^ 
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ENDINGS AND SECONLEE 




Please toke heed; this section conloins spoiler materiaL Do not read 
any further until you have finished the game at least once. 



SECOND PLAT 

Upon clearing Chapter 6, the pbyer gets to view the ending associated 
with the route taken. After the credits roll, additional scenes may occur 
The game then asks if you would like to save. Accept, end load this 
sove to play the entire gome over again starting at the Prologue, The 
characters start at their bose levels os before. However, oil skills, mogic, 
and items (e>tcept the Angel Slayer) carry over into the new game. 


THREE ENDINGS. NO WAIT, FOUR! 

Valkyrie Profile: Covenant of fhe Plume has three main endings and one 
sub-ending. This section discusses the endings, os well as how viewing 
all three unlocks a bonus mode. 

The sub-ending is available starting in Chapter 3. Simply use the Destiny 
Plume three times. The gods intervene to stop Wy If red's overuse of the 
plume, ending the game immediately. The developers refer to this os the 
"bad ending." 

Ending A occurs when the party clears Chapter 6 Route A. This route 
requires the player to ovoid using the plume [except on Ancel), The 
player must then defeat Gorm, unquestionably the most difficult finol 
boss. This ending is fairly Impossible to achieve on your first play. 

It's best to clear the gome by following Route B or Route C, or any 
combination of the two. Then, load your save game and play through 
Route A, The developers refer to this os the "best ending." 

Ending B occurs when the party clears Chapter 6 Route B, ond Ending 
C occurs when Chapter 6 Route C is cleared. Both these stoges pit 
Wylfred against the valkyrie in the showdown he has sought all along, 
with mixed results. 


ONC£ MOM, mm FEILINC 

When ploying the gome a second Hme, try following a different route. The story changes 
based on Wylfred's actiaos ond assodotions with other charocters. Furlher insight into 
the royal squabbling ore detailed, ond the player gels a ^vhole new perspective—and 
outcome— regording the events that unfold. Furthermore, the playable choracteis change 
in each route, adding variety ta the replay. 



Thus, during Wylfred s first turn when replaying the Prologue, you can 
use the "Change arms." command to equip Wylfred with his best sword 
from your previous game, thereby allowing him to cut through enemies 
like butter Equip him with the best armor available before STAGE02, 
making him nigh invulnerable to most of the early enemies. As new 
characters join the porty, equip them with your better items to help bloze 
through the game. 

ymocKim smAFHic gati 

"Seraphic Gate" is a bonus gome wherein the player can deploy any 
character and fight through nineteen stages of rondomly determined 
enemies. Complete the gome three times and view all three main 
endings to unlock Seraphic Gate. The title screen changes to the black 
version, and Seraphic Gate is odded to the options. More on Seraphic 
Gate Is detailed In the next chapter. 
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Tart Tour: Seraphic Qate 


The Seraphfc Gate is a cyclical challenge mode unlocked 
by completing the three versions of Chapter 6 and viewing 
□II three main endings. Whether the player achieved this 
feat with a single gome save or three does not matter. When 
the title screen permanently changes from white to black, this 
indicotes that Seraphic Gate mode is available. Choose the "Seraphic 
Gote" option on the start menu to begin a game. 


Seraphic Gate 


Seraphic Gate is an entire game unto itself. A Seraphic Gate save is a 
completely different gome than the main scenario. Therefore, take core 
not to overwrite a main scenario sove thot you may later wish to load 
and continue playing. 


Furthermore, the entire series of stages can be played ten times with 
new enemies each time, for a total of 190 stages. Thafs quite a few 
more thon the main scenario! An entire series of Seraphic Gate stages is 
called a "Lap". 


Deployment 

wliitip . in 

1 

Rosea 

1 ^ 

i_i ; J 

Lieselotte 

1 

(X) 

Ushio 

1 

1 

1 

Valinur 

1 

/Tt\ ^ 

Phiona 

1 

® 1 

j 

Reinhilde 

1 


Auguste 

1 

1 Jt 

Fauxnel 

1 : 

_ __ ^ 

m 



At first. Seraphic Gate moy seem surprisingly easy. However, the 
difficulty rises sharply past the middle of the first Lap. For this reason, 
it is recommended that you choose a party of four characters to use in 
every battle, develop them until level 6F, then choose the option on the 
deployment screen to restart Lap i from the beginning. This should give a 
steadily improving party the advantage needed to press onward. 



in Seraphic Gate, all characters from the main scenario are oiready in 
the party from the stort, providing plenty of deployment options. A fully- 
stocked shop is available from the outset in the Deployment screen. The 
Seraphic Gate is divided Into ten levels with nine connecting stairway 
areas between, for □ total of 1 9 stages. 


SERAPHIC GATE RECRUITS 


STAGE 

CHARAGER 

SG03-0I 

Krisloff 

SG0501 

Langrey 

SG07-0I 

RcienhoLirg 

SG09-01 I 

Ailyth 

SGI1-Of 1 

Unnelh 

SGl3-0t 

Hrist 

SG15-0i 

Arngrim 

SGI 7-01 

Freya 



Seraphic Gate features a bizarre and humorous story line. Much of 
the dialog is the developer^s direct commentary on the gome and the 
series. Characters from other Votkyne Profile and Star Ocean games 
appear as bosses. Many of these characters join the party after they ore 

defeated in battle. 

In subsequent Tiers, 
these characters 
leave the party and 
challenge the heroes 
to another fight. The 
following table lists 
the Seraphic Gate 
bonus characters 
and the stages where 
they fight the party as 
bosses before joining: 

































AMBROSIAL (ID%J 


UNION PLUME kI {50%) 


POISON <RYSTU x1 {50%J 


TNf WAY Of EVANESaiKE x1 {50%) 


ENEMY LIST 

n 

Gobriei Depressed 

D 

Noble Vampire 






SG01-04 




SAFETY BOOTS XI (50%) 


EARTH lAUSMAN 


ENEMY LIST 

D 

Gabriel Suppressed 

B 

Aesrr Aanihilalar 


L 

\ 
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LSGOI-05 




SG01-08 



H 


iso^) 



UNION PiyME 


i I 


OUODESITINnURE 


m7] 


ENEMY LIST 

a 

Gabriel Headdressed 

o 

Burol oul Dragon 

B 

Bafberilh 




ii 


SG01-06 




SGOl-09 




MIRROR PtATi il m%] 


H(RY WAND Of TELOS xHlOOSi) 


ENEMY LIST 

D 

Gabriel Obsessed 

□ 

Kobold — Breaki[>g Out 


ENEMY LIST 

D 

Gobriel Digressed 

B 

Aesir Annihiluior 




5G01-07 



SG01-10 


i: 



NETAR POTfON tl (50%) 


ENEMY LIST 

a 

Gabriel Confessed 

□ 

Unit 02 



OMffICHECKxt (100%) 


EARTH TAUSMAN 


ENEMY LIST 

D 

Gabriel Regressed 

□ 

Iron Golem — Ullimole 


















































































SG02 SERAPHIC BALLROOM 







NEOAR POTIDfl i1 




ELtXlR 3 l \ r/0%] 


STORM atrSTALxl (50%) 


SG02-04 


HEaAR POTION 


ENEMY LIST 

n 

Elite Arlolion Sorcerer 

D 

Elite Artelion Swordswomon 

O 

Kingpin 


E 


GUARD POTION 



TREART OF KtUER INSTINO x1 


ENEMY LIST 

D 

Elder Vampire 

B 

Elder M 



THE WAY OF CONSECRATtON x1 (90%) 


TKEWAYOFDASHIE«Giil(80%) 


THE WAT Of PROVOCATION x1 t90%l 


POISON CRYSTAL 


ENEMY LIST 

n 

Mandrake 

D 

Kohold — First Encounter 
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i 




5G02-05 





THE WAY OF DASHING x} 


E 


MIGHT F^TION 


ENEMY UST 

□ 

Einherjar Warrior 
(Seraphic Galo) 

□ 

Aesir Punisher 

□ 

Aesir Ejcecuttoner 




SG02-06 



THE ART OF SURVIVAL ;t1 rsO%l 


THE ART OF VIRTUOSITY tR0%] 


POISON CRYSTAL 




ENEMY LIST 

D 

Silverskin Fish 

□ 

Dire Collie 



SG02-07 



THE ART OF MEDITATION il 


THE ART OF RAZOR'S EDGE i1 


ENEMY LIST 

D 

lomolo Juice Accopid 

□ 

Hog-nosed Sot 


ii 


SG02-08 





SG02‘09 



tTHWGLOVES*! [m%\ 


ElOODY KNUCKLES x1 (100%} 


ENEMY LIST 

n 

frolicking Florist 

a 

Kobold — Reunited 



^Fart 




SG02-10 




THE WAY OF ENCIRGEMENT *1 |S%) 


ENEMY LIST 

n 

Soul Afloiro 

□ 

Vogronl Brigond 

a 

Vogront Rogue 
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FOUR 









































































fSGoiTIER n (2F) 




SG03-01 



SG03-03 


THE ART Of flRST AID xi (100%^ 



MIGHT POTION xl (SO^) 


LOTOS WAND 


ENEMY LIST 

D 

KrisLoff (Seraphk GuTe) 

□ 

Hovice Artolicn Sworchman 

Q 

Dire Wolf 





SG03-02 




SAGE'S ARCANUM x1 (80%) 


THE WAT OF REJUVENATION * 1 m%\ 


THE ART OF SURVIVAL k1 (70%) 


ENEMY LIST 

n 

Krisloff (Serophk Gale) 

□ 

Elite Crell Lancer 

□ 

Elite Artolian Sorcerer 


'T 




SG03<04 




POWER BANGLE xl (S0%) 


SIAST BLUDGEON x1 |SO%) 


DRAGON SlAYtR xl (40%) 


SAGERS ARCANUM xMS0%] 


THE WAY OF STAIKING x1 {7(^) 


ENEMY LIST 

n 

Kristoff (Seraphic Gate) 

□ 

Vogronf Warrior 

□ 

Vogront Swordswomori 

□ 

Vogront Archer 


ENEMY LIST 

n 

Kristoff (Seraphic Gale) 

B 

Elite Artolian Sorceress 

B 

Adept Arlolion Swordswornon 
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SG03-05 


SG03-08 






MASK OF THE DEAD KING x1 (100%) 


MAGIC BOOTS x1 (60%) 


SG03-06 


KOTlTSUx1(10O%) 


GUARD POTtKxT (S0%) 


GODDESS TIMaURE x1 (50%) 


GODDESS TINOURf x1 |S0%) 


SG03-07 


SG03-10 


DARK SAVIOR CODEX xl (80%) 


SAGE'S ARCANUM x1 (40%) 


SAG^S ARCANIIM x\ (S0%) 


ENEMY LIST 


D 

Kristoff (Sorophk Gate) 

□ 

Dire Beagle 

□ 

Vngroni Sorceress {Lops 4-9) 


ENEMY LIST 

n 

Kristoff (Seraphic Gale) 

□ 

Vagrant Warrior 

□ 

Vogronl Swordswomon 

□ 

Vogrofit Archer 


ENEMY LIST 

□ 

Kristoff (Seraphic Gate) 

□ 

Vogronl Lancer 

D 

Vogront Sorceress (Lops 4-9) 


ENEMY UST 

D 

Kristoff [Serophic Gote) 

□ 

Vagrant Worrior 

B 

Vagrant Archeress 


ENEMY UST 

n 

Kristoff (Serophic Gofe) 

□ 

Vagrant Swardswoman 

□ 

Vagrant Sorceress (Lops 4-9) 


ENEMY LIST 

n 

Kristoff (Serophic Gale) 

□ 

Vogront Lancer 

B 

Vogront Sorcerer (Lop 3) 




SG03-09 
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Smphic Qatc 



































































SG04 SERAPHIC BALLROOMi 




SG04-01 


SG04-03 



FLARE CRYSTAL x1 {50%) 


UNION PLUME x1 (£0%) 


WARIOfl^S ARCANUM jt1 (80%) 


ENEMY LIST 

n 

Novice Arfolion Sorceress 

□ 

Novke Artplian Arckress 

□ 

Novke Artolion Swordsioan 



SG04-02 




FLARE CRYSTAL H (50%) 


FURE CRYSTAL x1 (30%) 


THE WAY OF TRANSPOSITION x) (|Q0< 


MIGHT POTION 


ENEMY LIST 

n 

Red Dragon 

□ 

Doerron 


THE ART OF FLEET FEET x1 (60%) 




SG04-04 


THE ART or DEFIANCE xl (80%) 



THEARTOFVIRTUOSnYxl (60%) 


ETHER GREAVES 


ENEMY LIST 

n 

f 

I 

1 

B 

Liznrtf Seven 






















































































SG04-08 




THE ART OF KILLER INSTINH Jt1 



SG04-06 




THE ART Of RESIST PAAGK k1 


ENEMY LIST 

n 

Vugf ant Sorceress [ Laps 4-9} 

□ 

Vograrit Swordsrran 

B 

VagrnotArcheress 


THE ART Of CAUTION xl m%] 



SG04-07 




ENEMY LIST 

D 

Griffin Executive Manager 

□ 

Lizardmon Leo 


n 


SAGERS ARCAMUM i1 (»%) 




SG04-09 



Uzcirdman Tiger 


ii 


SG04-10 






THE WAY OF RFGENRATION xl (80%) 


THE WAT OF REJOVEHATIOK i1 ($%) 


KiaAR POTION 


ENEMY LIST 

n 

Vapnt Archeress 

□ 

Griffin CEO 

□ 

Oire Rottweiler 


ENEMY LIST 

D 

Burnt Dragon 

□ 

Apporilien 













































































SG05 TIER III OP) 




SG05-01 




THE m Of ENUGHTFNMENTjiI {100%) 


SACRED JAVELIN CODEX 


ENEMY LIST 

□ 

Longrey ISerophk Gtrle) 

□ 

Novice Artolion Warrior 

□ 

Havire ArloSloa Sorcerers 


SG05-02 




Q 


THE ART OF TRAINING k\ {7Q%] 



SHADOW CRYSTAL x1 (80%) 


SHADOW CRYSTAL x2 (S0%) 


GRAND STING 


ENEMY U5T 

n 

Longrgy {Serophk Gcle) 

B 

Aciopr Villnoroan Lancer 

B 

Elite Artolion Archeress 



THE ART OF GOLD RUSHxl {70%) 


MAGIC lANGiExI (50%) 


ENEMY LIST 

n 

Longrey {Seraphk Gole) 

B 

Elite Villnoreon Lancer 

o 

Elite Artolion Sorctrer 




SG05-04 



EXPERrS IXPIRIENCE i1 ($0%) 


ENEMY LIST 

D 

Longrey (Seraphic Gale) 

B 

Prolelype 
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5605-05 


WAND OF APOCMYPSE 11(80%) 


ENEMY LIST 

□ 

Loogrey (Seraphic Goto} 

□ 

Vograni Sorceress (Lops 4'9) 





ii 


SG05-07 


SG05-08 





ENEMY LIST 

D 

Utigrey {Seraphic Gofe) 

□ 

Vogrtifif Lancer 

B 

Vogrent Sorcerer (Lop 8] 





STAR GUARDS k1 (100%) 



EXPESn EXPERIENCE x1 (50%) 



ENEMY LIST 

□ 

Longrey [Seraphic Gote) 

□ 

Unit 04 




J 


SG05-10 


SHADOW CRYSTAL x2 (50%) 


SHADOW CRYSTAL xl (80%) 


ENEMY LIST 

n 

iongrey (Seraphic Gole} i 

□ 

Vogrant Lancer 

□ 

Vograni Archeress 

□ 

Vogronf Sorceress (Lops 4-9) 



















































































STMH CRYSTAL xl (SO* 


DARK SAVIOR COOEX xl (30%) 


THE ART OF RAZOR'S EDGE 


ENEMY LIST 

D 

Ghoul 

□ 

SkullM 

□ 

Giunf Bat 


ENEMY LIST 

□ 

Spectrirf Kn^bt 

□ 

Soul ofT&ars 



SG06-02 




SG06-04 




THE AIT OF ENUGHTEHMENT xl (80%) 


TNI WAY OF DASHING xE (00%) 


^ I GUARD POTIOH 


ENEMY LIST 

D 

Anemic Vampire 

D 

Dire Col 


MASK OF THE DEAD KING xt (S0%| 
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SG06-05 





MIGHT POTIOH nr (S0%} 


5G06-06 


THE WAY OF ENCIRCLEMENT k1 {9Q%) 


^TAR GUARDS x1 (TD0%1 


SG06-10 


SG06-07 


TNEARTOFFLIITIEETxl l»0%] 




ENEMY LIST 

D 

Vogronl Roguo 

□ 

Harpyio 

B 

AlfDune 


ENEMY LIST 

□ 

Beeizobub 

a 

Grade C Fish 

□ 

Ghost Boi 


ENEMY LIST 

D 

Correati 

B 

Stiverskin fish 

B 

Momlailed But 


ENEMY LIST 

a 

Droggin' 

B 

Koboid —Nowatid Forever 


ENEMY LIST 

B 

Grade D Rsh 

B 

Dire Poodle 


THE ART OF COUNTER ATTACK i1 (80%) 


THE ART Of FIRST AID xl (80%| 


THE ART OF MEDITATION xl |0O%) 
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Seraphic Qate 


































































































\>m SAVIOR cooix Hi 


GUARD POTION x1 (5D%) 


THf ART OF FISTS Of IRON x1 (100%) 


ENEMY LIST 

n 

Roienboiirg (Seraphic Gale) 

□ 

Novke Mercenary Sorceress 

□ 

Novice Mercenory Archer 



SG07-02 




M 1 EXPERT'S EXPERIENCE x1 (80%) 


THE ART OFXmER INSTINO 


ENEMY LIST 

n 

Roienbourg (Serophic Gale} 

□ 

Eiile Mercenory Swordswoman 

D 

Elite Mercenory Sorcerer 






SG07-04 





THE ART OF DEFIANCE 


ENEMY LIST 

a 

Rcienbourg (Seraphic Gale} 

B 

Adept Mercenary Sorcerer 

D 

Elite Mercenary Lancer 



AMBROSIA xl (80%) 


FIRETALJSMAN 


ENEMY LIST 

D 

Roienbourg (Seraphic Gate) 

□ 

Vogronl Brigand 

B 

Vagrant Sorceress [Laps 4-9} 
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-ai 























































SG07-05 


5G07-08 



EXPlfT^S IXPERIENCE itl (SO%J 


ENEMY LIST 

D 

Rpienbourg (Seraphic Gale) 

□ 

Vagraryt Brigand 

□ 

Vflgiant Swordsman 

□ 

Vagrant Sorceress (Lops 4-9) 


ENEMY LIST 

D 

Roienhoorg (Seropliic Gate] 

□ 

Vagrofit Swordswoman 

□ 

Vagroot Archeress 

□ 

Vagrant Sorceress (Tenth Lop} 


ENEMY LIST 

□ 

Roienbourg [Seraphk Gote) 

D 

Vagrant Lancer 

B 

Vagrant Swordsman 

□ 

Vagrant Sorcerer (Eightli Lop) 


ENEMY LIST 

n 

Roienbourg (Seraphic Gate) 

B 

Vogrant Warrior 

B 

Vograrit Sorcerer (Seventh Lap) 

□ 

Vagrant Archeress 


ENEMY LIST 

D 

Roienbourg [Seraphic Gate) 

B 

Vagrant Archer 

B 

Vagrant Sorceress (Lops 4-9) 


ENEMY LIST 

D 

Roienbourg (Seraphic Gate) 

B 

Vagrant Lancer 

B 

Vagrant Archeress 
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Seraphic Qate 









































































SG08 SERAPHIC BALLROOM 



SG08-01 



mWM Of DASHING Kl tSO^^ 


GOLD RUSH 


ENEMY LIST 

n 

Movice Mercenory Sorceress 

□ 

GhouJ 




SG08-02 




5G08-03 



GUARD POTION x1 (SU%| 


SHADOW CRYSTAL XI {50%) 


THE AJTT Of MEDITATION x1 {50%) 


POISON CRYSTAL 


SAFETY BOOTS 


ENEMY LIST 

D 

flaming Dragon (Earth) 

□ 

Kobold — Firsf Encoonfer 


^<1 


SG08-04 



ENEMY LIST 

_T" —T"; — 


n 

Iran Golem 

□ 

Ironfish 



SAGE'S ARCANUM 




OMNKHECK 


ENEMY LIST 

n 

Vagrant Swardsmon 

B 

Vagront Sorceress (Laps ^ 9) 
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SG08-05 




SG08-08 




ARMOR OF Airi^ x1 1100%) 


HIE mr OF REGENERATION x1 (00%| 


THE ART OF CRYSTAL CALL il (»%] 


UNION PLUME 




SERAPHIC GARB 


ENEMY LIST 

n 

burning Dragon 

□ 

Dire Beagle 

B 

Flying Squirrel 


ENEMY LIST 

D 

: Kobold — Two Veors laler 

B 

Dire DalmatiGn 





SG08-06 



THE ART OF GOLD RUSH x1180%) 


THE WAY OF CONSECRATION x1 (80%) 


ENEMY LIST 

D 

Vogninl Sorceress (4-9 Lops) 

B 

UnllOl 

B 

Iran Golem — Home Premium 




SG08-07 



THE ART OF KILLER INSHIFa xf 180%) 


ENEMY LIST 

a 

Iroo Golem — Eoterpriso 

B 

Horpyer 


SG08-09 




THE WAY OF REGENERATION i1 (S%) 


THE ART OF VIRTUOSITY XI (S%F 


THE WAY OF PACIFICATION xl tS%) 


ENEMY LIST 

□ 

Vagrant Brigand 

B 

Ubume 

B 

Vagrant Rogue 
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' 91 
































































D 

Ailylh 

□ 

Djungarion Haimter 


SG09-06 




AMBROSIA 11 fS0%1 


SPf IL POTION 


ENEMY LIST 

D 

Ailytli 

B 

Campbell Hamsler 



SG09-07 




VinORIAN DRESS k 1 (SDSii) 


SPELL POTION 


ENEMY LIST 

□ 

Ailyth 

D 

Roborovskii Hamster 




ROYAL H!i TEA SERVKi *1 (10B%J 


ENEMY LIST 

D 

Allyth 

□ 

Black-bellied Horosler 




1SG09-09 



ENEMY LIST 

D 

Ailylh 

B 

Sand Rat 



ARMOR Of ALEPK xl (1%} 


TTRFIHGxUlOOH) 







SG09-10 


I 



ENEMY LIST 

B 

Atfyth 

B 

Hamury 


El 

THE ART OF DIMINISH MISSIU 
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SGIO SERAPHIC BALLROOMi 


SG10-01 


SGI 0-03 




SACRED SAVtlW COMX 


THE WAY OF R1JUVENATI0»« kI 


IKE ART OF CRYSTAL CALL itl m%] 


KE mifm 


THE WAY OF EVANESCENCE 


ENEMY LIST 

n 

Greorer km Warrior 
{Serophlc Goto) 

□ 

Greater Aesir Lanrar 
(Serophrc Gote) 

□ 

Graoter Aasir Archer 
(Seraphic Gate] 


ENEMY LIST 

D 

Lesser Aesir Warrior 

□ 

Lesser Aesir Archeress 




SGI 0-02 


SGI 0-04 



THE WAT OF CONSECRATION xl (B0%} 


SPELL POTION 


ENEMY LIST 

D 

Griffin 

a 

Sool of Tears 

□ 

Celaeno 




GODDESS nHOURE xl {SO^) 

ES 

GODDESS TIHCTURE xM80%} 


jBl I MrSHT POriQN 


THE WAT OF RUUVENATlOH xl (B0%} 


ENEMY LIST 

n 

Harpy 

D 

Whifefisli 
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SGI 0-08 




EKPERrS EXPHtlENCE x1 (50^) 


THE ART OF SHIELD WAIUJ (80%J 


ENEMY LIST 

n 

Return of lizardinoFi 

□ 

Redfish 

□ 

Pohergeist 



SGI 0-06 





STLVANBOWkI (100%) 



GUARD POTION x1 {50%) 


FROST CRYSTAL 


ENEMY LIST 

D 

EinherjorWorrbr 
{Sorophk Goto) 

□ 

Aesir Execulioner 





SGI 0-09 



THE ART OF COUNTER ATTACK x1 {80%) 


SAGf^S ARCANUM x1 {50%) 


THE ART OF FLEET ffETxl [80%) 


ENEMY LIST 

D 

Einfierjar Wornor 
(Seraphic Gate) 

□ 

Aesir Executioner 



SGI 0-07 




raEVENT SORCERY CODEX x1 [80%) 


MIGHT POTION «1 (50%) 


ENEMY LIST 

D 

Bnherjor Wfarrior 
(Sarflphk Gate) 

□ 

Aesir Executioner 



UNION PLUME 


ENEMY LIST 

n 

Einherjor Warrior 
(Seraphic Gate) 

□ 

Aesir Executioner 



SGI 0-10 




KATSU-MATnftx1(1%) 


THE ART OF KlUER INSTtHH x1 (5%) 


[Si 


THE ART OF FIRST AID x1 (5%) 


ENEMY LIST 

n 

Mr Kola 

□ 

Katsu-Matter 

□ 

leaf Lady 


■J 
























































































SGir TIER VT 





SG11-01 




SG11-03 




APOTHECARrS ARCANUM x1 (50%) 

H 

WARRIOR'S ARCANUM x1 150%) 



SGn-02 


THE WAY OF PACIFICATION kI (70%) 


ENEMY LIST 

D 

Vodcyrie (Serophic Gale} 

□ 

Popa 

B 

Lesser Aesir Sorceress 

a 

lesser Aesir Arcberess 



aOAK OF BRITANNIA k1 (100%) 


GRAM xl m 


THE WAY OF MARTYR'S CRY 


ENEMY LIST 

D 

Voikyrie ISerophk Gote) 

□ 

Daddy 

B 

Major Aesir Archeress 

□ 

Major Aesit Sorceress 


o 


GOLDEN EGG xl (70%) 



POWER BANGLE xF (60%) 




THE WAT OF AURA FLUX x1 (60%) 


ENEMY LIST 

a 

Voikyrie [Seraphic Gate) 

D 

father 

B 

Greoler Aesir Archeress 
(Seraphic GoLe) 

□ 

Greater Aesir Sorceress 
[Seraphic Gate) 



SG11-04 



H 


STORM CRYSTAL k1 (S0%) 



VALKYRIE FAVOR x1 l»0%) 


ENEMY UST 

0 

Vallcyrie (Seraphic Gate) 

D 

Father Dearest 

B 

Etnherjar Warrior 
(Serapiiic Gate] 

□ 

Aes^r AnnihLlotor ' 
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-51 







































































SG11-05 


SG11-06 


NOBLE ELIXIR x1 1^0%] 


ENEMY LIST 

a 

Valkyrie {Serophk Gale) 

B 

Pops 

B 

Aeslr Executioner 

□ 

Aesir Annihilotor i 




SG11-07 


DODOESS TINOURE x1 (50^) 


ENEMY LIST 

D 

VoEkyrie {Seraphic Gote) 

B 

Ooddy-O 

a 

Aesir Executioner 

□ 

Aesir Annihilotor 




SG11-08 





SG11-09 


SERAPH 1C GAR UNDxU50%) 





EMPRESS CORONET x1 (1Q0%) 


ENEMY LIST 

D 

Valkyrie (Seraphic Gate) 

B 

Come To Papa 

B 

Aesir ExefutEoner 

□ 

Aesir AnnihiEotor : 


T 




SG11-10 



a 


“C? 


Irl-EMBLEM i1 (10%) 


SERAPHIC GARLAND x1 [40%} 


ENEMY LIST 

D 

Valkyrie (Seraphic Gate) 

B 

Who's Your Daddy 

□ 

Aesir Executioner 

□ 

Aesir Annihilotor 








































































































SG12 SERAPHIC BALLROOm 




SGI 2-01 



o 

HeElhound 

□ 

Mondrogoro 


SGI 2-02 


s 


WITCHES ARCAHUM 



THE ART Of CRYSTAL CALL xl (S0%} 


MURAMASA xl (50%) 


ENEMY LIST 

D 

Grealor Ooemon 

B 

Noble Vampire 



SGI 2-03 


SPEU POTION x1 {50%I 



THE ARTOf UUTIOli xT (60%) 


THE ART Of REDUCE IRAGVC i1 (60%} 


SHADOW CRYSTAL 




ENEMY UST 

n 

Prototype 

o 

Anemic Vempire 

B 

Ectoplosrr 



SGI 2-04 



J 



ENEMY UST 

n 

Uriel 

B 

Griffin Boss 
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SGI 2-05 




THE ART OF FISTS OF IRON x1 (80^) 



SGI 2-08 


□ SAGE'S ARCANOM x1 [S0%} 


ENEMY LIST 

n 

Vogrnnt Swordsoian 

B 

Vcgront Brigond 

B 

Vogranf Archer 

□ 

Vagrant Sorcerer (Laps 5-6) 


THE ART OF GRAVE RIESSING x I (S0%) 


ENEMY LiST 

D 

OnitOa 

B 

tjo Ketch op, Please 

□ 

Specter 



SGI 2-06 




SGI 2-09 


THE ART Of OEFIANCE x1 (80%j 


ENEMY LIST 

B 

Scream ag Mini 

B 

Phonfom 

B 

Dire Collie 



THE WAT OF REJUVENATION xl (80^) 


ENEMY LIST 

□ 

HufpyesJ 

B 

Dire Terrier 


SGI 2-07 




SG12-10 




THE ART OF FLEH FEET x1 {5%) 


THE ART OF TRAINING xl (S%| 


THE ART OF DEFIANCE x1 (S%| 


ENEMY LIST 

B 

Bride of Soton 

B 

Grade B Rsh 

B 

Dork Cornel 

□ 

Soul Aflouie 






























































































SGI 3-01 



FROSTBANl i1 (70%) 



THE ARTOfaUTIOH nl (100%} 


UGHTKING EDGE k1 (S0%( 


THE ART Of DEFIAHCE 


ENEMY LIST 

n 

Hrist 

□ 

Lessor Aesir Loficer 

B 

Lesser Aesir Sorteress 



SGI 3-02 


VAIN$LAYERx1 S0% 


CAilBURN kI 40% 


STARGUASDS i1 (50%) 


THE WAT Of RROVEKATIOM 


ENEMY LIST 

n 

Hrist 

B 

Major Aesir Loncer 

B 

Major Aesir Sorceress 




BASILISK'S GAZf x1 (100%) 


THI ART Of DIMINISH IMSSILt %\ (0Q%1 


SGI 3-04 


NODLE ELIXIR 


ENEMY LIST 

D 

Hrisi 

B 

Greater Aesir Lancer 
(Seraphic Gate) 

B 

Greater Aesir Archeress 
(Seraphic Gate] 

□ 

Greater Aesir Sorceress 
(Seraphic Gole) 



ENEMY LIST 


Aesir Punisher 


Aasir Exe^ofjoner 
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'SI 


'U 



























































































SGI 3-05 



ENEMY LIST 


Einherjor Worrior 
(Seraphic Gate) 


hm Exetirtionef 


Aesir AnnihilGicr 






.SGI 3-06 



SAGrS ARCANUM X 1(50%} 


GOLDEN IGO x1 |S0%) 


ENEMY LIST 

n 

Hrist 

□ 

Aesir Exterminotor 

B 

Aesir Annibibtar 


SGI 3-07 



EMPRESS GARLAND XI (SO%J 


SAGE'S ARCANUM XI 


ENEMY LIST 


Einherjar Warrior 
(Seraphic Gate) 


Aesir Punisher 


Aesir Exterminator 


ii 


SGI 3-08 



ETERHAl GARD xl (1^0%} 


ENEMY LIST 

a 

Hrist 

B 

Aesir Exterminator 

B 

Aesir Executioner 

□ 

Aesir Annihilcrtor 



SGI 3-09 



EXPIRT'S EXPERIENCE'S [50%| 


EXPERT'S EKPERIENail |tO%J 




MATERIAL EARRING 


ENEMY LIST 

D 

Hrisi 

B 

Aesir Exterminator 

B 

Aesir Annihilalor 




.SG13-10 




.1^%. '-a 
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wmiR. 
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5G14-01 


SGI 4-03 



THl WAT OF EHClRCVIliEHT {100%} 


THE ART OF SHIELD WALL i1 (80%) 


EAiaH TALISNIAH 


ENEMY LIST 

D 

Lizard Mao 

D 

Rre Bd 

□ 

RymflRsh 


SGI 4-02 



6 


MATERIAL EARIDItOxI L38%> 



THE WAT OF PACIFICATIOH id (1W%1 


ETHER GREAVES jl2 (20%) 


ETHER GREAVIS il (50%) 


RAVENIRAND k1 (S0%| 


ICE TALISMAN 


ENEMY LIST 

0 

Bife Mercenary Warrior 

□ 

Elite Mercenary Sorceress 

□ 

Qtieenpin 






SGI 4-04 















































































SGI 4-05 



THE ARTOFMAGK MAILxt tSO%} 


ENEMY LIST 

Q 

Lostel 

□ 

liingo 


%isU£!L] 


THE ARTOF MISIILE DIMINISH U (80%| 



ENEMY LIST 

n 

Koboid — Bieoking Out 

B 

Lizordmon Aco 

B 

John 


THE WAY OF AURA FLUX t\ (80%} 


SGI 4-07 





THE WAT OF MARnR^S QY *1 000%) | 

A 

ETHER CROWN = 




ENEMY LIST 

B 

Vogront Rogut 

B 

Vogrant Artboress 


THE ART OF TRAIN INO xl (100%) 




SGI 4-08 



ENEMY UST 

B 

Collector's Bug 

B 

Wood Woman 

B 

Fruil Boi 







SGI 4-09 







SGI 4-10 



THE ART OF SURVIVAL i1 (5%) j 

V 


E 3 

THEART0FMA0ICMAIU1(5%) 

n 

w 

THE ART Of KILLER INSTINO x1 |S%) 


iMi 

THE ART OF COU NTER ATTACK x1 (5%} 

1 ^ 


ENEMY LIST 

B 

tronGokm—Ullknote 

B 

Liiardman Dynu 

B 

Vampire Bat 








































































































SGI 5-01 




SGI 5-03 




ICICLE PLAH x\ [70%) 


THE ART OF GRAVE BLESSING k1 M%) 


UNION PLUME k2 (50%) 


THE WAT OF STALKING x] {00%) 


UNION PlUMEx1(50%) 


SGI 5-04 


m ART OF RAZOR S EIGE 


ENEMY LIST 

n 

Arngrirr 

□ 

Greoler Aesir Swordsmon ; 
(Seraphic Gate) 

□ 

Greater Aesir Artheress 
(Seraphic Gate] 

□ 

Greater Aesir Sorceress 
(Seraphic Gate) 


ENEMY LIST 

D 

Arngiim 

□ 

Lesser Aesir Sorceress 


SGI 5-02 





FROSTCRYSTALjjI 150%) 


THE ART OF RESIST MAGIC x1 000%) 


FIRE TALISMAN 


ENEMY LIST 

D 

Arngrim 

□ 

Major Aesir Sorceress 



THE ART OF AUR A FLUX 11 100%) 


SPELL t^OTION vMS0%) 


ENEMY LIST 

n 

Arngritn 

D 

Aesir Annihilator 


21B 


it 























































































SGI 5-05 


rOlSOK CRYSTAL ]ins0%} 


ENEMY LIST 

n 

Amgrim 

□ 

Aesir Annihilotor 




SGI 5-06 


ENEMY LIST 

n 

Arngrim 

B 

Aesir Annihilotor 




SGI 5-07 


SGI 5-08 


^ EXPERT'S EXPERIENCE *1 (50%! 


DAINStEIE f 1 {imi 



MIGHT POTION x1 (SOS) 


ENEMY LIST 

D 

Arngrim 

□ 

Aesir Anni^iloioT 




ENEMY LIST 

□ 

Arngrint 

□ 

Eiiherjor Warrior 
(Seraphic Gale) 

□ 

Aesir Punisher 

□ 

Aesir Execirlfaner 

□ 

Aesrr Annihibtor 





SGI 5-09 




ENEMY LIST 

n 

Arngn'm 

B 

Aesir Annihilolor 


SG15-10 



PREVim SORCERY CODEX x 1(5%) 


ENEMY LIST 

B 

Arngrim 

B 

Aesir Punisher 

D 

Aesir Annihilotor 


EXPERT'S EXPERIENCE 11 (40%) 






































































fSGl6 SERAPHIC BALLROOM 




SG16-01 


GRASIDAxUm) 


SGI 6-03 


THE WAY OF TRAKSPOSITION x1 {50%] 


RAI)OUDOUxM90%| 


EXPERrS EXPERIENCE %2 (30%) 
aPIRT'S EXPERIENG *1 (S0%) 


HOLY HALBERD x1 \60%\ 


EXPERT'S EXPERIENCE i2 (S0%1 


PREVENT SORCERY CODEX xl (70%) 


EXPERT'S EXPERIENO x1 (40%) 


THE ART OF RESIST NULGIC x1 (100%) 


LIGHTNING TALISMAN 


ENEMY LIST 

n 

Tlipr (Third Lap} 

□ 

Grooler Aesir Lancer 
(Seraphic Gale} 

□ 

Grater Aesir Archeress 
(Seraphic Gate) 


ENEMY LIST 

n 

Vidor (Rrst Lap) 

□ 

Lesser Aesir Lancer 

a 

Lesser Aesir Archeress 




SGI 6-02 



STORM CRYSTAL x1 (50%| 


BLUE DALE x1 (40%) 


OTHINIUS' B0Wx1(50%) 


BRONLIAVYi 


THE ART OF DIMINISH MISSILE 


ENEMY LIST 

D 

1)11 (Secant) Lop) 

□ 

Ua|or Aesir Swardsnron 

D 

Major Aesir Sorceress 



SGI 6-04 


THE ART OF KNOCKOIH BLOW xl (80%) 


EXPERrS EXPERIENCE k2 (50%) 


EXPERT'S EXPERIENCE x1 (BD%) 


THE WAY Of PAOEfCATION k1 (80%) 


ENEMY LIST 

n 

Tyr (Fourth Lap) 

□ 

Aesir Exterminator 

B 

Aesir Annihiialar 


220 


Lj.m'iku'ai 
























































































SGI 6-05 


SGI 6-08 



thewayofman/isurglkI {& m \ 


THE WAT OF MARTTR 'S UT x1 


^ I uohthiwotalksmah 


ENEMY LIST 

a 

Griffin SAanager 

B 

Uni'l 00 




ENEMY LIST 

D 

Unit 03 

□ 

AesJir Exterminator 

B 

Aesir ExecutioneT 


SGI 6-09 



THE WAT OF MAKA SURGE x1 (80%) 


THE ART OF KHOCKOUT HOW x1 {80%) 


WARHIO«^S AJRCAHUFA 


ENEMY LIST 

B 

Burn Dragon Burn 

B 

Aesir Exterminator 

B 

Aeslr Exetutvoner 



ENEMY LIST 


Aesfr Exrerminotoif 


AesJr Punisher 


Aesir Exec\itienfiT 


SAGE'S ARaNUM x1 (50%) 



SGI 6-07 



TUEWATDFEVAHESCEHa 
x1 l«0%1 




EMPRESS GARUND 


ENEMY LIST 

B 

tiorpyef 

B 

Kobold — On the Run 




SGT6-10 



FHE ART OF RESIST MAGKxUS%] 


[HEART OF CRYSTAL CAUx) (5%) 


THE ART OF KNOCKOUT 810W x1 {S%] 


EARTH TALISMAN 


ENEMY LIST 

B 

Afisir Exterminolor 

B 

Aesir Punisher 

B 

Aesir Biecufioner 




























































































SG17-01 


£ 


SG17’03 


J SAGE'S ARCANUM xl (10G%) 



THE ART OF FLEET F EET 
xl (100%) 


SACRED CRYSTAL xt (50%) 


la TALISMAN x1 (100%) 


FIRE TALISMAN 


ENEMY ilST 

n 

Freya (Seraphic Gate) 

B 

Lesser Aesir Swardsrroa 

□ 

Lesser Aesir Sarceress 





SGI 7-02 



THE ART Of CmiNTER ARACK xl (30%) 


WITCH'S ARCANUM 


UGNTNING CRYSTAL 
xl (50%) 


ENEMY LIST 

n 

Friya (Seraphic Gate) 

□ 

Greater Aesir Sorceress 
[Serophit Gate) 


SGI 7-04 




GODDESS TINaUREx) (S0%) 


SERAPHIC GARBxMSa%) 


GOLDEN m x2 (50%) 


THE WAY OF EVANESCENCE xl (00%) 


THE WAY OF ENCiRaEMENT 
xl (S0%) 


THE ART OF OODY OF STEEL xl (00%) 


ENEMY LIST 

n 

Freya (Seraphic Gale} 

B 

Mofor Aesir Swordsmao 

B 

M(t[or Aesir Arcberess 

□ 

Ma[or Aesir Sorceress 


ENEMY LIST 

B 

Freyo (Seraphic Gale} 

B 

Aesir Ponisher 

B 

Aesir Fxer jlioner 


















































































S617-05 




SGI 7-08 




tTHER GlAOrR x1 (BOIt]) 


NOeU ILIXIR x2 (a«%) 


ElStEMY LIST 

D 

Freya (Serophk Got 6 ) 

□ 

Eir (Fifth Lap) 

□ 

Einher[ar Warrior 
{Seraphk Gate) 

□ 

Aesir Executioner 




ETHER LASER x1 (100%) 


ENEMY LIST 

D 

Freya (Seraphic Gote) 

□ 

Aesir Annihilatar 


ii 


SGI 7-09 



ETHER CROWN KLtSO%} 




ENEMY LIST 

n 

Freya (Semitic Gate] 

B 

Aeslr Punisher 

D 

Ernherjor Warrior 
(Seraphic Gate] 

D 

Aesrr AnnihiloLor 


SGI 7-07 





UNION FLUME 


ENEMY LIST 

n 

Freyo (Serophit Gate) 

D 

Aesir Punisher 

B 

Aesir Executianer 

□ 

Aesir Annihiblor 



SGI 7-10 



OMNICHICK i1 nO%l 


NECTAR POTtON 


ENEMY LIST 

n 

Freya (Senqihit Gate) 

B 

Einherjar Warrior 
(Seraphic Gate) 

o 

Aesir Punisher 

□ 

Aesir Executioner 

□ 

Aesir Annihilator 



SAGE'S ARCANUM x1 fSO^) 


ENEMY LIST 

D 

Freya (Sert^hrc Gale) 

B 

Aesir Punisher 

□ 

Aesir Annihilalor 


' 9 

V 




















































































SG 18 SERAPHIC BALLROO 




SGI 8-01 




SGI 8-03 



KOIY ROD X 1(70%) 


THE WAY OF REGENERATION x1 (100%) 


PREVENT SORCERY COOEX x1 (50%) 


SGI 8-02 




POWER BANGLE 


ENEMY LIST 

n 

Lesser AesJr Sorceress 

□ 

Lesser Aesir SwordsiriDn 



THE WAY OF MARTYR'S CRT xl (70%) 


THE ART OF TRAINING xl (50%) 


SGI 8-04 


ENEMY LIST 

n 

Greoler Aesir Worrier 
(Seraphic Gale) 

D 

Grealer Aesir Lancer 
(Seraphic Gale] 

B 

Greater Aesir Swordsman 

(Seraphic Gale] 

□ 

Greater Aesir Artheress 
(Seraphic Gate] 

B 

Greater Aesir Sorceress 
(Seraphic Gate] 



ENEMY LIST 


While Qfogon 


Greater Dueiuori 


THE WAY OF REGENERATION 
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SGI 8-05 


THE ARTOFTRAIHIHGxKSO^) 



THE WAY OF TRANSPOSITION 


*1 |A0%) 

VcVO<^ 


ENEMY LIST 

n 

Aesir Annibibtor 

□ 

Iron Golem — Home 8 osic 

□ 

JUcepling Blood Donors 



SGI 8-06 


THE ART OF MAGIC MAlLiim) 


GODDESS ntfCniRE nl ( 50 %) 


ENEMY LIST 

D 

AesirAnnihiloloT 

□ 

Griffin Senior ^onager 







SGI 8-07 




WAND OF APOCALYPSE *1 tlOO'M.) 



ENEMY LIST 

D 

liiardmon Toro 

a 

Paul 


m ART OF GRAVE 
BLESSING x1 (aO%) 


K 

SOOTHSAYER BOW x1 (1Q0%) 



SGI 8-08 


n UNION PLUME x1 f5a%) 


UNION PLUME xM50%) 


ENEMY LIST 

a 

Onherjar Worrier 
(Serophk Gale) 

□ 

Aesir Exlermloofer 

□ 

Aesir Punlshtr 

□ 

Afisir Execulioner 

B 

Aesir Annihilolor 


-ifrji 


SGI 8-09 


ENEMY LIST 

n 

Aesir Punisher 

B 

Burnt-lo-a-cnsp Drogon 

B 

Aesir Executioner 



^SG18-10 


THE ART OF SHIELD WAU xl (5%) 


THE ART OF RAZOR'S EDGE xl tS%t 

El 

TH E ART OF CAUTION xl (5%) 


ENEMY LIST 

n 

Vidor (Tenlh Lap) 

□ 

Tfior (Tenth Lop) 

B 

Tyr (Tenth Lop) 

B 

Jll (Tenth Up) 

B 

Eir (Tenlh lap) 



□ 

NOBLE ELIXIR x2 (50%) 

3 

NOBLE lUXIRxl (80*14) 










































































































\SG19 TIERX 



SG19-01 





SGI 9-03 




THE ART OF SURVIVAL Jt1 


SHADOW CRYSTAL Ji2 {50%) 


SHADOW CRYSTAL x) {100%) 


SGI 9-02 


EXPERT'S EXPEftlEHCE {20%) 
IXPIRT'S EXPERtCHCE il {60%) 


EXPERT'S EXPERIENCE 


ENEMY LIST 

n 

Elherocj Quoen 

B 

Living Armor 

B 

Lesser Vocnpire 


ENEMY LIST 

B 

Elhereol Queen 

B 

Major Aesir Swordsmen 

□ 

Mojof Aesir Loncer 


ST THE ART OF SURVIVAL i1 {100%) 



EXPERT'S EXPERIENCE ][7{50%) 


EXPERT'S EXPERIENCE k1 {50%) 


THEARTOFMANA 
SURGE Ji1 {80%) 


THE WAY OF KNOCKOUT BLOW x1 (80%) 


ENEMY LIST 

□ 

Ethereol Queen 

B 

Griffin Supervisor 

B 

PTofhrtypo 

□ 

Iron Golem — Economy 



SGI 9-04 



EXPERT'S EXPERfENd x2 (50%) 


EXPERT'S EXPERIENd x1 |80%) 


ENEMY LIST 

D 

Ethereal Queen 

B 

Flaming Dragon (Rre) 











































































EXPERT'S EXPERtEHCE xl {50%) 

a 

EXPERT'S EXPERIENCE tl (80%) 


ENEMY LIST 

n 

Ethereal Queen 

□ 

Einherjar Warrior 
(Seraphic Gote) 

□ 

Vagrant Brigand 



SGI 9-06 


SACRED JAVELIN CODEX kI [AO'KiI 


ENEMY LIST 

n 

Eihereol Queen 

B 

All Blood Types Accepted 

O 

Harpyhli 





SGI 9-07 


ENEMY LIST 

n 

Ethereal Queen 

B 

Einherjar Warrior 
(Seraphic Gate) 

B 

Griffin Generol Manager 




n 

EXPERT'S EXPERIENCE 17(50%) 


EXPERT'S EXPERIENCE xl (30%) 


ENEMY LIST 

D 

Ethereal Queen 

B 

Iron Golem — Business 

B 

Griffin Executive Monapr 




SGI 9-09 
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ve: Data 












This chapter contains reference tables that list alt availabk itcmSf skillsf and spelh as well ai how to acquire thcnh Many hems are 
available in the shop, but they may also be hidden in stages, plundered from enemies, or received by scoring Sin. whatever item or skill 
you wish to obtain, this chapter has it all All data is presented in alphabetical order for easier reference. 


7SKILLDATA 


Skills can be used in battle to enhance o character's abilities. Skills divide into two types: Tactics that require AP and a character's turn to use, and 
Techniques that can be equipped to be active all the time (provided the character has enough CP). Both types of skills are learned from tomes that 
can be bought in the shop, hidden in stages, plundered from enemies, or received by scoring high amounts of Sin. 


‘tACTlCS 


Tactics can be used during combat to boost a character's abilities for 
several rounds, perform a special tosk, or affect enemy behavior. The 
character must hove enough AP to use the Tactic. If not, he or she must 
wait a few rounds for AP to recharge. 

TABLE KEY 



wmm^ 




Tactics ore learned by using tome items to teach the skill to a character. 
The table below shows the ovailobility of Tactic tomes both in the shop 
and as a freosure to be won or obtained during a stage. 


Range of Use; Cerlam Toclks cqh h us«d on o torgol ^everol ^poce^ tnvay. Tli« Ebarader m use tbe skill 
041 a lofiget thoL is p number of spates owoy equol lo the number in this (olumn. For instoiKe, lbs Enrirde Tactic con 
be used on on enemy two spares owpy. 

Effect of U$e: Certain Tactics useable on a target at range sometimes offset surrounding torgels os i^sll. The 
number in this column indienfes the number of spores surrounding the target that may also suffer the effects of the 
Tactic. For instance, Mortyr's (ry oHecis lorgets three spores owny from the charader in all directions. 


NAME 

DESCRIPTION 

RANGE 
Of IPSE 

EFFECT 

RANGE 

AP 

ROUNDS 

^PEQIVE 

Aura Flix 

ExFeRdb laigiliig ranae of sihAs by two spo». 

— 

— 

40 

2 

CMisecrnte 

Rondnnly cures ilotus clmenfts int rtu no^ itslrid inovHnem nrt 
haimiin^ oT rwird. 


- 

40 

5 

Dffih 

Exfearh {nDvemeftttiifef spoies. 


— 


— 

Eedrdi 

PoulHfis unil betiiad lurgeter^y. 

2 

D 

• 40 

— 

Evvneufi 

1 D«t«rs a9 eiwmies wtliNV three spaces from litiicklig unit. 

0 

3 


1 

tAana Surge 

Expanrh rreo mogic effect radius by one spnee. 

— 

— 

iO 

2 

Moffyr'itry 

Compeh all enemies witliit ihr^e spaas tn mrodE unit. 

D 

3 

30 

) 

Pflcily 

Deters lurg^t enemy ftom anocking unit. 

d 

0 

10 

) 

Provoke 

Camiieh ttiget mmytci attack unit. 


D 

: 10 

} 

Regenerots 

Restern ef max. HP al betpimig af r«md. 

— 


SO 

5 

Kfitnvenote 

tiHrenses max.. ffP by 


— 

20 

5 

Stalk 

Prevenls eiMimies hwa langoting unit. Fprfeir by odiitig or being htl 
by ronged nwgic. 

- : 

~ 

SO 

3 

IroTEpose 

bchfliiges ciwnent positma 'Hiti target enwty's- i 

- 1™! 

Zlj 

40 

— 





TABLE KEY 

Price: Tfie price in Oth to purchase Hie tome iin Hie shop. tJa price listed means Hie item b not sold. 

Sell: Soke value of the lame in the shop. 

Restricted to Class: If o doss b listed, only characters of that doss mrry use the tome to leorn the Tartir. 

Main Scenario Acquisition: Stoges in the game where the lame h available. Circumsionces 
of oquisJiicMi indude H (Hidden), P tHunder j, 5 (Spoib of Sin). Shop indicates Hiot the item ran only be 
purchosed, listing the chapters of availability for your ccHivonie nce^ 

SeropKic Gate Acquisition: Stages in SerophicGate mode where the item b avoilobte. 
Qrcutnstonces of oegubifion include H {Hidden], P |Plunder). 


TOME NAME 

TA0IC 

PRia 

SlU 

RESTRICTED 
TO CLASS 

MAIN SONARID 
ACQUISITION 

SERAPtUCGATE 

ACQUISITION 

Tbe Wfly of Aura Fiux 

Aura Eiux 

- 

1000 

Sorterer 

5;S37,S4I,S44, 

S49,S56,S64 

P:SG0a-O?, 5611-03,5615-04, 
5614-01,561910 

1!ie Way cf CenseiiatHfi 

Censerrate 

IDDO 

SOD 

Nuns 

Sbep: C4<CjAi 

H: 5609-01 PiSGlOO^ 
5602-04,5608-06,5606-10 

The Way at ftashing 

Etash 

: 800 

400 

Nune 

SJw]p:CZ‘C6 

1^5601-01,5608-01.5606-04, 

SSOl-65 

file Way nT Eftcirciemeiit 

EtHircie 

- 

600 

Hone 

S:S2Z,S37,S3l 

:S4a,S55,Sd3 

P; 5614411, SGI 7-02,56144)4, 
560*4)6, S602-1O 

Tl»e Way of EvaoesteiKe 

Evoneste 

- 

i 

i ?50 i 

1 

Hone 

15:500, SI?, 516, 
S50,SSS 

Hr 561003 ft 5601-03, 
5617-04,56164)7,561910 

The Way of Mana Sorge 

Mann Surge 

- 

1000 : 

Sercerer 

5:552,555,559, 

563,557 

P;S6I002,56194)3.56164)5, 
56164)6,5619^10 

The Way af Martyr's Cry 

Martyr'-s &y 

- 

7S0 

Hone 

! 5:509,533,517, 

i522,S27,53Z 

H; 56114)2 ft 5618 03. 

56164)5,5614-07,5619-10 

Ihe Woy of PmrfiartKm 

Pnrfy 

1000 

580 

None 

5hop:C1Ci 

ft 5611 01,56144)15616-04, 
561005,560810 

TheWeyaf Prowcfflion 

Provoke 

1000 

500 

Nnne 

l 

Shop: Cl C5 

tf: 56024)1,561302 
ft 56024)4,56044)5 

Tbe WayeC 

RegeneraNan 

Esgeneiule 


SO0 

None 

5:518,525,528, 

537.541,54,550, 

557,565 

ft; 56184)2 P: 56184)1, 

5608 05,5604-07 5608-10 

The Way of RefuvenaEion 

1 

teiuvenote ; 

i 

- 

500 

Kotie 

ft 507,510,511, 

515,521,523 P; 506, 
529,5475:542 

ft 5610-01,5603-03,56 ]0‘04, 
5612-06,5604-10 

The Way of Srdkiag 

Stalii 

- 

7Sfi 

Hdih 

5:520,526,529 

542,547 

P: 56034125615 0356184)4 
5616^075611-10 

TlKWayDf Trans|K)sittan 

Transpose 1 

- 

750 

Hooe 

P: 549,557,565 
5:518,525, 528 

P: 5609 01,5604^02,5618-03, 
SGI 44)5,5618-07,561940 
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^ECHNIQUIS 


Techniques sometimes provide automatic ossistance in combat. Technique tomes appear in the shop and the porfy inventory as ''The Art of 
Defiance/' "The Art of Survival/' et cetera. These items con be used on characters to teach them a Technique. Techniques con be equipped prior to 
battle via the Technique screen on the Allocation menu. The character must have the required CP to equip a Technique. For instance, to equip both 
the First Aid and Defiance Techniques, the character must have 25 CP, Any less, and he or she cannot equip both. 

TABLE KEY 


Effective Chance: Tlie [fnnrg cKit of 1W 
ttiot a Technique will be effective during an ettock, 

CP: The nvaitable CP required to equip the skil 


Restricted Class: The do^^es listed in ths 
column comiol bacn the Te<chnk|ue. ''All but Warrior,'' 
etc., meons thot no doss except warriors may use the 
ossadDtBcl Technique tamE. 


! The price in 0th to purchase the iome in the 
shop. No price listed means the iiertt h nei sold. 


Sell; Sale value of the tome in the shop. 

Main Scenario Acquisition; Stages in 
the gcrme where Ihe lome is ovaitoblo. Circumslonces 
of acquisition include H (Hidden), P (Plunder}, S (Spoils 
of Sin), ''Shup" indicates that the item con orriy be 
purchosed, ond lists Ihe chapters of ovailobiliiy. 


Seraphic Gate Acquisition: Stages 
in Seraphic Gate mode where the tome is available. 
Crcumstances of ocquisrtian include H (Hidden), P 
(Plunder}, 


Hmi 

I>ISCRiniON 

IffICTIVI 

CHANCE 

CP 

RISTRKTID 

OASS 

P«ICE 

SILL 

MAIWSCEMARICIACOUISITTOH 

SERAPHIC GATE AClJUmnON 

Body of Stfld 

Irwrwjtj R&Mmbffllle. (M5i) 

I 30% 

il 

None ! 

000 

400 

SJm|kC3<6 P:S23,S30S:S21 

P:5G06^},5G17-02,5012414, SG02-05 

Cflotian 

IrMneusei! qin.'’ bUog rqie In iJeges iGocihij but r&rkices kuicei^'' ATK ('20%). 

100% 

ii 

i All but lamer 

— 

500 


8:5013-01, SG]2-03,5GI24W, 5604-06,5018 iO 

Coiirlef Atlad! 

Enables limed otlacks ininsicteiy ahsf dedgiofi emmy oltucks. 

! 100% 

il 

Archer, sorcerer ^ 

_ 

750 

5:536,540.547, 552,559,567 

P.SG014I2, SG17-03,501006. SG06-07 5GI4 10 

Crystal Col 

IrKnsKiJ iwsnber ofMogic Crystols refeoMil hy one's oltcwk. [tJOSi] 

60% : 

15 

Sorcerer 

— 

1000 

5:527,532,54?, 551,556,557,563,564 

PcSGIOOl, 501202,500005,5012-07,5016-10 

Defionu 

flaivqi dottige reteived hqm NWimies, but rutiices censian, btodang tnle^ ond inmnuiiy. 

100% 

il 

None 

1000 

500 

Sfw!KC4-C6 

H: 561301,5G0702 8:5S0444, SG1206, SGI2 IQ 

Dimioisii 

Hdiv€s rlrnnrige rnreived hqni pno|e(lites. 

100% 

10 

Nuns ; 

- 

600 

5:522,527, 532, 536,540,547,553, 
560,568 

11:501602,5GO?-10P;5G13-03,SG14-04, 

S&1406 


fiKrtosei IMG in bntlle. (20%) 

30% 

il 

All but smcecec 

800 


5W;aC6 

'p:SG0501,5G]502,560604, SG1205 

Rrsl Aid 

Randomly rcstonei holt of HP lost Ircm eiMmy flUotk. 

30% 

15 

Nene 

- 

500 

lf:S2fP:SflB, 512,516,5445:504,505, 
533,538 

!pt5G03Ol, 5{}1201,5G0605, SGQ4 07,561010 

fisli of Iron 

liMroflSHATK in bnllfc. (209n] 

30% 

il 

Sarrerer 

lODO 

500 

Shag; CSC6 

H:5GO9-02 P;5G07-01,5S12-04,5GT 2-05 

fleet Fflst 

liKTOoses Dills' PIT and AVD in sisgos <+Z0?6}, bof redices arcbers' bltnking rate ('20%). 

100% 


All bur archer 

— 

500 

— 

P:SG1701,5G0403, S010-06,5006-07, SGI 2-HI ! 

Gold Itgish 

Introatm gold acquired from sieges (+30%}, kt reduces ef*|«nen» aoired (tXP '10%}. 

100% 

10 

All but rogue 

- 

500 

- 

HiSCOB'Ql P; 56115-03.5612-04. S&0B-a6, 

5G06-1Q 

Grove Bbssing 

Ir[icci»s nil tmlrs in profiaiiDn la Ihe nuinbef tt dlies fallen. [ATK MG HIT AVO RDM k]0%) 

100% 

10 

None 

- 

500 

H; 543,54?, 557,565 P: 50^,513,517, 
53A,53fi 

P 5GO6-02,5G1503, SGI 205,5G1&07,5G16.10 

Kier InsliiKt 

Increases aHies' crttknl cUcHk cute ia [+2'0%]. but rerlutes pugilists' ATK {-20%}. 

100% 

IQ 

All but pugilist 

“ 

500 


H:07-038:5G0202,5G04O5, SG08-07, 
5010-10,5014-10 

KnaidLfl Btow 

Adds fazing apecf la rarntgl aPacks. (100% (hnnce of Fazing) 

IOO% 

il 

Ardher, sarcener 

— 

1500 

5; 522.543, 555, 566 

F: 5613-02, 5619-03, $616-04,5616-06,5616-10 

Mo^ Mail 

Blorks enemy attack nuigic. 

50% 

15 

None 

- 

600 

5:537.541, S46,551,558, 566 

H:SG1902, SG09-03P5GH 05,5018^06, 

5014-10 

Meditnlioi 

liMnenses dlies' MAG nrtd EST ir Sieges (+20% I, bul reduces seveerers' EDM (-20%}. 

100% 

il 

Ail butsarcerer 

— 

500 

— 

P: 5002-02,560003,5006-06.56D2-07,501040 

llQJdr's 

Iturenses qUies'' ATK in sieges 1+20%}, M reduces swurdsmen's RDM [-20% |. 

100% 

10 

All butswundynan 

- 

500 

- 

H: 50154),] SG06-03 P 5GO6-05, SG02-G7, 

5G18-10 

IfdiKB Mogic ' 

Hrives magic damage received. 

100% 

15 

None 

- 

600 

H: 545,564 8:522,526,532,544,540 
5:533,533.556 

8:501501,501203,500405,501207 

Btiijt Mogrt j 

fiKneases RST in krtle, (50%} 

30% 

lo" 

Ncne I 

1000 

500 

SfwiKC3C6 

P:S0UOl, 501502,501004,5604 06,501610 

UJWqII 

Increasesullies' RDM m sieges (+20%}, but reduces wurriars' AIK {-20%}. 

100% ^ 

il 

All butworriw i 

— 

500 

— 

P 501401,500403,5O0SO4.5GI0O5,5GI810 

SwwvbI 

Prevenrts HP from falhng below 1 if ot leosT f 0% et max, HP remwiifi before ottock. 

100% 

il 

Nene ’ 

1500 

750 

SbDjj;C5-C6 

P 501 ?01,560303,500204,5002-06,5614-10 

Training 

ItKFeosK experience gained (+2(}%), but reduces trmts qverel (ATK MAG HIT ADlf IDM RST -21]%}, 

100% 

il 

Nena 

— 

1Q00 

5:521,526,52?, 537,542,547 

P SG05O2,561003,5610-05,5014-07,5612-10 

Virl^iflsity 

Increases DUies' Technique use in sieges (Elfetlrve Omme +20%}, bu! reduces sumural bliKkJiig cole 
(Guord-20%], 

100% 

10 

All but samurai 

- 

500 

- 

i H: 5G0601 P 5G02-03, SG04-&4, SGO2-06, 

5GOfi-tD 


^IUM£ SKILLS 




Wylfred learns Plume skills eoch time the Destiny Plume 
is used to sacrifice an oily. The skill learned appeors in 
Wylfred's Toctics menu, and con be used during battle 
provided he has the required AP. 


PLUME SKTU 

DESCRIPTION 

AP 

RDUNDS 

EFFiaiVE 

SACRIFICE 

Andvart's BeqieO 

Curses all enemies. 

m 


Fauxisel ! 

Angrbodul Alure 

Fahuns all enampes. 

SO 


Reiidtfide 

Avalanche el the Jeluti 

Freezes el neD-bodET, nan-fnimurt enemies. j 

BO 


Misdiha 

Iflldr's ?e(t 

negates demage to self end inHiCK docAiie: on anemy. Tannei be cnmpuunded. 


2 

Hurius 

iilfindi's Shield 

HoIvbsATK flfoll enemias. 

80 

3 

Heugoe 

Sr's Merry 

Restore ell allies' HP by 88% af nux. HP at begiming of raund. 

80 

3 

Rosh 

f(if™r‘'s Haoit 

Instenlty revives eny lalten alNes. Cennot be: teniiowided. 

80 

3 : 

Pbiane 

Fury ef rbe Aeslr 

Megntes all pbysicei damage eguinsi rdlies. Cantul be cam|Hunded. 

80 

3 

Augusle 

Gle^iri Rands 

Ptaidyia all nati-leader enemies. 

80 


Qieii|)lH 

Hervur's 81essiiigs 

Halves cdl enemies'' ROM. 

80 

3 

Nololla 

Heard af ibe Dvergar 

fields mare purple and shiniagi gems fat allies. 

80 

3 

Earnest 

Mod's 5mrling 

Renders all allies' normal etiwlcs crliicd. 

80 

3 

Ushia 

Heenir's Arc | 

Etcpcmch attack roiqe by twa pfioels for all allies. 

SO 

3 

Valmur 

Inspiratian of the AUar 

EkminaiH AP cesrs fer all allies. 

100 

2 

Duwain 

Kvusir's Memf ! 

N«gal« all rtwgk demegeeigiiiGt allies. Gennat beceaipmindei 

SO 

3 

lieselmie 

Rataloskcr's ScandM 

Damages all bul self and lendesrs by half ef tbeir max. HP Cnnnat rediNS HF below 1. 

106 

— 

Miredle 

Vali'sAwAemag 

Doubles all traits ond draws ernmy aitucks. 

m 

2 

Ancel 

Veigr's Wercry 

Adds sudden deutb effect tg dl allies" oUacks. 

30 

3 

Gwendal 

VSdur's Kush 

5ilefices oN eitennies. j 

3Q 

* 

LMbwalE 


*Effect lasts as long as the associated status. 


























































(MAGIC AC()UlSmOTSl 


The following toble 
shows during which 
chaplers spell codices 
can be obtoined from 
the shop during the 
main scenario. Most 
codices are available 
in the Seraphic Gate 
shop, ex;cepl those that 
are not available or 
can only be obtained 
from a stage. 


CODEX NAME 

SPELL DESCRiniOff 

PItICE 

SELL 

MAIN SCEHAilO 
ACQUISFTIOM 

SIRAPNK GATE acquisition 

Dark Savior Cadex 

1 IS^eHhook) AP rast: &D 

koiiww Modes of shadow to skewer Hw enemy. Randondv silences WMiy. 

4004 

2000' 

Sfwp: C5^Cfi 

H: SG4VD2 P; 5G07415606-03, SBD3-D7, 

SG47-10 

Rra Starm Cwlex 

l{Spellbo(ik) AP toil; frO 

Coajwes on eruption of reins beai tfioi bltosls llie enemy skyward. 

1500 

750 

Shop; mh 

Sfeep 

F(!^ DmriMi Codex 

^(Spellbaak] APcosliiAD 

Modfif shards to crtidr the enemy, tindody Ireeies eneitw'. 

15D0 

750- 

Sfi8u:C2-C6 

Shop 

Gurnnl Boinforce Codex 

(Spellbook) AP oost: 30 

Increoses GDiM ortd RST of laitet. Fi/rlher cesNnq does not untpound effecr. 

1000 

540 

Siiop; mi 

Sinfi 

Hsfll' Codex 

{SpellbooktAPmsIiAO 

Reslarts iD% nf max. HP fo teroet. 

1000 

504 I 

Shop: C2-C6 

SlKlp 

Irveke fealtier CodEs 

(S{n]look)APcest: SO 

Restores blten target Id 3iy% of mox- MP 

1504 

750 

SfMp:C54^ 

Shop 

Ughlnlng GoFt Codex 

[SpellbMkt AP «Bt: 70 

{jaroww tfninder from orgritend to l□lJn^fl the eaemv bockword. RnmM' PwMyth erwmv. 

tBOO 

504 

Shop: C3^fi 

Shop 

Might Rernfara Codex 

(SpellbrMk} APtost: 34 

frureuses AIK ol tofflut. Further fostinfl does not conuMtind eiHad. 

1000 

504 

aiap:C3.CA 

Shgp 

Ngmioiize Codex : 

1 

(Spellook) AP cftst; 40 

Cures all stotiis oilments of toniet, ^ept for fallen stoivs. 

1004 

540 

ishep: C4^K 

Shop 

Poison Blofiv Codex • 

1 

{Spellbekt AP tost: 70 

Conjures loxk mist to snore itie enemy from imderfoot. Rondomh IMisens enemy. 

2200 

TTOO 

Shop; C4<0 

Shop 

Plravon Codex 

(Speiiopk) AP test: 30 

Slenees one enemy. 1 

2004 

1004 

5hof:C5C6 

P:SGT0-O1,5616-03, SGI 0-07,5615-10 

ftEOecf SoNEf y Codiex 

(SHlfcoMi) AP test: SO 

Reflexts ntliKk Spells oimed at tprpel OfueL 

4004 

2004 

Shof):C5^ 

- 

-1 

Stiued Javelin CodEx ' 

[Spellb(Hkt AP cost; 30 

Cwiiies SSMTS of lioM to pniio the eiwmv from obtwe. RnnrfBridv stuns wneffiy. 

im 

I 

m 

Shii(iiC4-C4 

H:SG45-DlP;SCim5G10-fl3,5Gim 

St?fl5-]0 

Sap GiHrd Codex 

(SpeRbonk) AP {«r: 30 

SeifiMS RDM and RST of one enemy, further ooslinfl does nert fcmpound effect. 

1004 

500 

Slio|i:C4.CA 

5hop 

Sap Powsr Codex 

(SpelliaDk) AP cost: 30 

Redoces AIR of one oneny. Ftirlkr costmo does ml compound effed. 

IQOO 

540 

5lwp:C4^ 

5hiip 

SpoN Roieforte Codex 

(Speihook) AP cosi: 34 

ItHreoses .MAG of torooF. Funher (DStino does not commund iFlect. 

tooo 

500 

5hn(!:C3-C5 

Shop 

Suspend Molten Codex 

(Speiioak) AP cost; 50 

Stuns one emmy. 

2004 

1004 

Sl»ti:C4-CA 

Shop 


ARMAMENTS DA^ 


Weapons can be equipped via the Allocation menu to [mprove character attack abilities. The following tables list all weapons in alphabetical order, 
divided by category. 


TABLE KEY 

D Equipment Effects: Displays the bwius or penalty ikat tlie 
equipment confers to on attribute. 

Q Guord Brenk: Tire ability of the weupcin to penetrate an 
enemy's gunrd. 


^KATANA 


n 

ID □□□ 

_□ 

O_0_ 

QQ] Q [Q 

nmnniH 


int 

mm: 

WT 

fUTTKB 

sss<‘«" 

ooMemoR 

ouss 

SP«1I1 

RKI 5HS 

mmh sifjum 

scMute un 
M'^xsihOK .ACwnmoM 


W lain. feVMrtvoMl U 

tWa 


!j 


0 1 

^ [<5w; 


SW3 

- 


tl53 jsW 1 


krfdWBBt^e^.kilhrKilKta 

■wttr; (^<1. 

\m 

H 

[“ 

11 1 

% 1 - J 




1 litn 

Vxnn 

i_1 


B #Att€]<ks: The number of otiotb the weapon allows the 
diorncter. 

Special Attack: The weapon enables the [harocfer's Spedol 
Attack. 


Condition: A percentage chance of inflicting the specified 
stotus tondilion with an attack. 


El Cfoss: Hasses copohEe of equipping the weapen. 


Element: Adds q peccentoge qf qdditianQl dqmaqe to cm ottock 
if ihe ensnry h weak or susceptible b the element reduced by the target's 
RDM, RST. Ganrd, ond othcc factors. 


I Spociol: Any special domcrge inUkted by the weapon. 
I Price: The purcliKe price of the weopen in the shop. 

I Sell; The sole value ef the weopofi In a ihop. 


ID Moin Scenario Acquisition: Stoges ond methods 
in the gome to obtain the item. Circumstances of ocqursitian include l> 
[Default equipment nf o character), H (Hictdenl, P (Plunder), S (Spoih 
of Sin). Shop indicates thot the ftem can be purchased, ond lists the 
diopters of ovailabrlity, 

B Serophic Gate Acquisition: Stages in Serophlc Gate 
mode where the tome is ovoiloble. Qrcumstoixes ef ocquisilian indude 
D (Default equipmerrt of o churocter), H {Hickien), P (Plurtder) urthe 
Shop, which is avoiJnbli from the stort through the end. 


SWOKVS 


NAME 

DESCRiniQN 

ATX 

MAG 

HIT 

GUARD 

BREAK 

ttAHACKS 

SPECIAL 

ATTACK 

ELEMENT 

CONDITION 

CLASS 

SPECIAL 

PRICE 

SELL 

MAIN 

SCENARIO 

ACauiSiTION 

SERAPHIC 

GATE 

ACQUISITION 

Arhgel SkiyBr 

''Sins orv Ihy seel, end fire in thy breost, By these I 
may inortol hands foy g«h 10 rest.^ 

2S& 

4 

4 

to 

3 

Ik 

- 

- 

Wyffrad ' 


- 


Event: S72,574 

- 

Angel Slayer™ 

Weapon drenched in the idui of the divine, beftire 
nffiiich the rTMfrlvIiiesl pods are moftal. 

7840 

150 

50 

15 

’ 3 

Yes 

- 

- 

; Swordsman, Warrior, 
Rogue, S«nwai, lancer, | 
Pugist j 

- : 

- 



CkarSerapMc 
Gate ten times. 

Aronr^lit 

SriWcS known to ceptuc^ mrmy n kidj's heifirt. 1 

Ijicreoses daiwigeto Temgles. 

154 

4 

4 

0 

3 

Yes 

- ; 

- 

Swntdstnan 

244% damage to lemaks. 

32440 

16000 

S:S. ' 

Shop 

Beast Bludfireon 

Weapon feared hy al (hut anwls and sktfwrs. 
Increases dnmoie to beasts. 

60 

D 

4 

3 

3 

Yes 

- 

- 

Swordsman 

154% damojpe 10 animd 
cfassts, 2 stnge inctaise in 
liiance of crttioal. 

- 

4254 

H: 544 5:533 

P; 56034)2 

Brood Sword 

Blade wide enaupti to sHice tirrooih ihe breuhh of □ 
man. Standard issue Tor Artolian footmen . 

75 

4 

0 : 

3 

1 

Yes 

- 

- 

1 

Swordsmari 

— 

2004 

1440^ 

D' Mireille 

Shop 

Doin^otf 

Blasphemed Mode horn wfiase cut god's have fnllefi. 
hs true natare is far from heretiiof. 

5400 

20 

20 1 

ID 

3 

Yes 

~ I 

- 

Swordsman 

- 

“ 1 

10000 

- 

PtSGlS.flg, 

SGI 44)9 



































































% SWORDS comimiD 


NAME 

[}ESCRIPTI(W 

m 

MAG 

HIT 

GUARD 

BREAK 

#ATTACKS 

5T>FCIAL 

ATTACK 

ELEMENT 

CONDITION 

CUSS 

SPECIAL 

PRICE 

SELL 

MAIN 

SCENARIO 

ACQUISITION 

SERAPHIC 

GATE 

ACQUISITION 

D(Iiii05£1i; Sward 

Blade gf Of] Dfcane sted. gromid ond ^gl^hsd for 
an edge that remoiiifi ev«r-wheRed. 

7& 

0 

5 

0 

3 

Yes 


- 

Swordsmon 

- 

9000 

4500 

5hap:C5-C6 

Shop 

bhK 

Faintod longed of norbofn ortgiii. ToiHred lo 
pierce iKneolh plole arid spirt ri^gs af inriiL 

95 

0 

ID 

5 

2 

Yes 

: - 

; - 

Swordsman 

- : 

4300 

21 DO 

5hnp:C4^C6 

Skjp 

Fahhioi 

EoiunHi' blade llial merges ibe sidtlneiss of lire swerd 
witli tbe pewec of tbe rne. 

5& 

5 

0 

0 

2 

Yes 

- 

- 

Swordsman 

- 

3000 

1500 

5:500,512 

i 

phop 

FtoiTiE: Fcdbicli 

Bocksword suited etjuolly lo ^robbing os Id striking. 
UnvH embers in Pis wake. 

7& 

0 

0 

0 

1 

Yes 


- 

Swordsmen 

- 

4000 

2000 

5:500, 512, 

SU 

isbofi 

Fr^jilHne 

SwDrd d( 0 sleep colder tticn he, wilh on edge to 
bew the Irozen oir. 


5 

0 

0 

3 

Yos 


- 

Swordsman 

- 

- 

2250 

S; 520,526, 

m 

P;5G130! 

Glance Retiner 

SiHrod glaive copolilo of birttiirg worlds enlire. Ih 
pure miglit con be leni to deslmctive ends. 

500 

0 

0 

10 

3 

Yes 

- 

- 

Swordsman 

- 

- 

50 

- 

PSGllOS 

Gram 

A sword like m otber, Ih sheer destriicliveness 
thnentemto damn any wfig don hold it. 

1D7 

5 

0 

10 

3 

Yes 

9id% 

- 

Swordsman 

- 

- 

4000 

S:S46 

^561102 

S«wii 

B^-spcltered blade dear to the kra Helgi, dire 
to his foes. Rciidomlyntsfls enomiy, 

2DQ 

0 

0 

5 

3 

Yes 

^50% 

030% 

Swordsman 

- 

- 

33500 

5:56S 

F:5G09.D3 

Isvareinn 

Sable biade CDunted among tk Foor Treasures, 
believed buried Pn tk belly of d wyim. 

7m 

3D 

30 

0 

■ 3 

Yes 

- 

- 

Swordsnun 

tcHreoses damage Iry percent 
of ckrader's bit HP, 

- 

1Q0O0 

- 

P:5G10O7 

ii^tnirg 

Blok forged gf kavenly wroth, from wbkb 
flosbing kits ore wont lo leap foih. 

9fl 

0 

0 

0 

2 

No 


- 

Swurdsman 

- 

- 

2250 

P:S24,531 

PSGISOI 

Lcfig Sword 

' (oinrtHd sword of commoit steef. 

10 

0 

0 

0 

i 

2 

Ng 

- 

- 

Swwdsmori 

- 

200 

lOO 

OiWylfrod 

SI»jrP-C2 

D:Wylfred, 
DariuSy MireNlle 

MoHifab 

Crescont blade striking on ofkrworldly complexion, 
ibo shade of coleskl stone. 

155 

10 

0 

5 

3 

Yes 


- 

Swordsman 

- 

32000 

um 

S:S50 

Shop 

Rnpjef 

Slender thtastiit| blode designed to dance nimbly in 
its Wilder's hand. 

30 

0 

5 

3 

2 

Ha 

- 

- 

Sworkmon 

- 

200G 

lOOD 

0: Darius Shop; 
C2C6 

Shop 

Kuir's Foie 

GloiYE kund helplessly to o destirry of sorrow. Us 
dim gleam bespenb grim loles. 

100 

0 

0 

5 

3 

Yes 


- 

Swordsman 


- 

3500 

5:536 

F: SGI 1-02 

StTKloir Sober 

^trrpgbt Unde mDonled by o unique bait of nnwd 
qifllons pmletSog its grp. 

40 

0 

5 

; 3 

3 

Hd 

- 

- 

Swordsman 

- 

3000 

1500 

5Imp:C3-C6 

0: Lenttelh, 
HristShop 

Word of SiFrim 

Long blade wroughil of a ntysleiicMrs metol of 
platinum sheen, Kandomly purulyiK enemy. 

80 

D 

0 

5 

3 

Yes 


@1D% 

Swordsman 

- 

- 

2750 

S:S41 

I^S&0T-02 

Vdkyrie FoYOr 

Sbimmeting essence of rfivinrly beslowed upon itiEy 
lo wbam tk Buttle Morden is bekkien. 

450 

0 

0 

10 

3 

Yes 

- 

- 

Swordsman 

- 

- 

50 

- 

P:5&ll-04 

Vibbg Sword 

Froferred wenpgn of pikgers nod plunderers. 

Mokes lip in bnlkwhin il locks in beauty. 

30 

0 

0 

0 

2 

Yes 

- 

- 

Swordsman 

- j 

1200 

600 

5hop:{|.Cfi 

P:S04 

Shop 



^mOAVSWOKDS 


ITEM NAME 

DESCRIPTION 

ATK 

MAG 

HIT 

GUARD 

BREAK 

^ATTACKS 

SPECtAl 

ATTACK 

ELEMENT 

CONINTION 

aAis 

SPECIAL 

PRICE 

SELL 

MAIN 

SCENARIO 

ACQUISITION 

SERAPHIC GATE 
ACOmSITlON 

Arertoris 

Namesake af Ibe hrd of sods, and 
emblem af bs loi^ Ftoperty uf Odin. 

ISO 

ID 

0 

Q 

3 

Ves 

950% 

- 

YYairior j 

- 

100000’ 

50000 

5:554,561, 

569 

Shop 

Bostord 5word 

Sward suilidde to grip by one bnnd 
|orlwa. 

; 15 

0 

a 

0 ^ 

3 

Tbs 

- 

- 

YYarrior 

- 

250 

125 

0: Anrel, 

Gwekal 

5hop:F 

0: AnreL Gwemkt, 

Misebka, PfiiDtH, Kristuff, 
Arntgrim 

(alibum 

Miyihic glaive kstowed upen ibe knigbl 
wkwus to k king, maniiating bis rule 
tbencefurtfi. 

m 

5 

5 

0 

3 

Yes 

- 

- 

Woriiar 

- 

‘ - ; 

35000 

IS: 552/553, 

'560 

iftSGl3'D2 

1 

deymare 

' Keen-edged sword of a kft regiuring 
two hands. 


D 

5 

0 

2 

No 

- 

- 

Worrigr 

- 

3500 

1750 

Slup:C3C6 

Shap 

Df ogon Slayer 

PmdipCHis blade time end agmn proven 
Ibe bne of wynriL Increases dnmuge 
tokopni 

115 1 

0 

0 

0 

2 

Yes 

- 

_ 

Worrlar 

]54% damage to dragons, 

2 stage increase in chanco 
df criicol. 

i ~ 

1 

: 4GO0 

1 

F: 533,543 

F;5G03'D2 

Elemental Edge 

ikeavy bike bles^d by the spirils of 
nohire, and inscribed wilb a meek 
knedictiDn. 

165 

0 

0 

0 

1 

Yes 


- 

Worrvar 

- 

i 3DDO 

15DD 

iF: 508, SI 3 

Shop 

Fealherknnd 

Sword imfothomably hgbi fw its size, 
lending some Id believe ith ferged of 
myslHoil metal. 

63 1 

0 

0 

0 

3 

Yes 

- 

- 

Wnrrkr 

- 

lODOQ 

5000 

Shofi:C5-C6 

Shaft 

Grand Sting 

Fulgurant blade whese cknre bkie 
rijppliii give ene ihe intpressian it 
somehow breulbes. 

80 

0 

0 

3 

2 

Hd 

^30% 

- 

Wntier 

- 

- 

2500 

5:S25 

H:5G05-02 

ftrupiHng 

Yirlunlly inf ullihle swDrd ef legek tkl 

ulfiniHely Taiy in its duty. 

50 

0 

5 

0 

3 

Hd 

- 

- 

Wmrior 

- 

4800 

2400 

0: Pkiona Shofs: 
C+C6 

5b(jp 

Kindling Sword i 

Vokiiih sword bursUng to cuver its prey ‘ 
in seoring flumes end saitling wauks. 

90 

Q 

0 

0 

2 

Yes 

93056 

- 

Warriof 

- 

5000 

2500 

S:528 

5bop 

HeltriDus Clone 

Bfade infamaus lor tk ill deeds lo 
which h seductive power inspires nwn. 
KMkfflIy Talcd. 

5fHW 

0 

0 

0 

2 

Yes 

§&3fi5t 

- 

Wnrrior 

10% chonce of instanl death. 

~ 

12500 

- 

F:5G01-Oa,SS07-!0 

Sbrep 

Murk sought-afief beirtoam possessing 
an edge even the sands of lime 
cannot dull. 

40 

D 

0 

D 

3 

Yes 

- 

- 

Warrior 

- ■ 

4500 

2250 

5:520,526, ' 

529 

Shop 

liwhtlanded 

Sword 

Grentswisrd long os g mnn is Inll, 
poweTkil os his nriiifl is grefli 

20 

0 

0 

0 

2 

Hd 

- 

- 

Warrior 

i 

i 

2500 

1250 

D: Misebka 

Sbap: C2 E3 

5bap 

lyFfing 

Iringer of gkjfy 0mf mit. The blade 
demoks a bloodprice each time il is 
unskalkd. 

7500 

D 

0 

IS 

3 

Yes 

- 

- 

WatiiDr 


- 

15000 

- 

P:5GW4W,5GIS4I9 

Vainsbyer 

iward plucked from tk black al the 
abyss that rp away flesh and vanity 
with ikifTy, 

95 

0 

j 

0 ; 

0 

3 

Vbs 

950% 

- 

Warrior 

- 

- 

5000 

5:546 

P; SGI 3-02 
























































































TCNIVE5 


ITEM NAME 

DESCRIPTION 

ATK 

MAG 

tl]T 

GUARD 

BREAK 

ifATTACKS 

SPEOAL 

ATTACK 

ELEMENT 

CONDITION 

CUSS 

SPEOAL 

PRICE 

SELL 

MAIN 

SCEHARIG 

ACQUISITION 

SERAPHIC 

GATE 

ACQUISITION 

Azotli Biadfi 1 

tbrBatnqi&d dtggif vsd in okberniili'' riles ifisii skra it? noine j 
Vril^ lh& 

12Q 

3 

2 

1- 

3 

1 ' 

Vei 

^ m 1 

- 

Ro^e 

- 

, diBQQ 

tSQQ ^ 

P:5li5I4,531 

Shop 

Brcnlhvyit 

5hol, bro«f dogger so cald Rs mere loiHh could freeze o flovring 
ilream, alkivitnj] men In m?;s. 

?S 

0 

0 : 

0 


Yes 


- 

Rogue 

- 

- 

5000 

5:557,565 

P:SG1H2 

Carrwctinan | 

I 

EJifie wb^le^^red dogger ilwl guarded ibe life ef ibe legendecy 
long of krtsfilL 

14Q 

G 

0 

3 

2 i 

Yes 

C^ios 

- 

Rogue 

- 

5900 

4450 

Shop; C5-C6 

Shop 

Ditqjq&T ' 

Orni-edged Vnifedfe^igned b slatMvgi. 


lJZ 

u 

13 

3 ' 

Ho 

_ 


Rogue 

1— 

rz] 

m 

D: Hcitiiliio 

0: HcKleloD 

liTiQiwIsiMiigi *1 

Short sword erf lb« Ynmutotlwi premisss an homfuifc end. 

KaiHkwrfy (afirf. 

m 

0 

0 

5 

3 

Yes 

- 

- 

Rogue 

10)^ dwree af inslQot deolh. 

'tikioo 

35000 

5:5A2,569 

Shop 

Mflit-GoticlK 

Sinnisf siraighit blade held in om'i ^IvsU-lianil. ExcelHenl! for 
purrying. 

ss 

D 

a i 

D 

^ 1 

Ho 

- i 

- 

Rogne 

- 

2BOO 

1400 

Shop: C3-C4 

Shop 

Mthril 

. Mtsg^ mvA blade ifeot shreds wwer llMuqh it ^Nece doth. 

4S 

'~T~ 

t1 

(3 

3 1 

Ho 

— 

— 

Rggia 


4B0Q i 

2000 

5twp:t4-C4 

Sb(H3 

RavcnbraiHl '1 

lOrife tfroi slrihesfeer mio the heerts of the wnged. l nrreiB« 
damnge to ovipni. 

75 

0 

0 

a 

3 

Yes 

- 

- 

Rogue 

150% damage re nvions, 

2 stoge iraeose in fhcNiee 
of critical. 

- 

7540 

H:544 P:539 

P: 5014-02 

RidiN 

Gkide bloDdred by o vryTm''s heart and filled with its insutioirfe desire 
Id [Tinb defend. 

7flQ0 

0 

D i 

s 

3 

Yes 

~ 

- 

Rogue 

- 

• - 

ISDOO 

- 

P:5G11-0S 


KATANA 


ITEM NAME 

DESCRIPTION 

ATR 

MAG 

HIT 

GUARD 

BREAK 

^ATTACKS 

SPECIAL 

ATTACK 

ELEMENT 

CONOmON 

CiASS 

SPfCIAL 

PfilCE 

SlU 

MAIN 

SCENARIO 

ACQUISITION 

SERAPHIC 

GATE 

ACQUISITION 

Roresada 

Relic that hrses ihe mmols of warfare, ih hiode {a{Hble of fhtmg 
thin air. ! 


4 

0 

0 

3 

Yes 



Somuroi 1 


64000 

^ 30004 

S;S53 

Shef 

Keteftiiu 

[ifeotest blade ever forged by rnorlal bonds. Ils ulter perfiction 
borders art ibe diviiK. 

im 

0 

20 

10 

3 

U 

- 

! 

Somorai 

- 

— 

'liMWO 

- 

P: SG03-09 

Moromosa 

Araifsedi mosterpiec* of a tnodmon. Sorrow vi^ ofl it crosses, 
itondofnlv enrsffi ettenty. 

90 i 

j 

0 

14 

5 ; 

3 

Tbs 

— 

: OlDK i 

Somufoi 

i 

— 

■ 3400 

P:536 

P: 502-02 

Nodaebi 

Lenglby Sword the Yamnto rise lo daughler nterfolk. irHnenseiS 
dornage la scaled creoluros. 

42 

0 

0 

4 

3 

Hd 

- 


kmueni 

\ 50% daiFiogp to Hsh owl ' 
llinrdmen, 2 stage increose in 
dionix of uilieol. 

1600 

BOP 

PilhhH 

Shnp 

OsafntK 

Reddish-hronze sword of corisiderable ronowi. 

120 

0 

D 

4 

3 

Yes 

<^34% 

— 

Somoroi, 

— 

55000 

2?5O0 

5:S62 

Shop 

Seven-Pronged 

Sword 

One-ofsi-kirHi mtlHiiJdy fronn whidi sharp steel hnmdies batgeon. 

75 

2D 

0 

0 

3 

Ro 

- 

- 

Somnrfli 1 

- 

11004 

5500 i 

5hQp: C5C6 

5bap 

IhhigatoiHi 

Vamato iMOswtirti fotged 1o be druvni fbefMhf From ib sbeoth. 


~T~ 

D 

D 

2 

No 



5«iiarai 

— 

^ 1 

75 


DrUshid 

Wndoo 

Trodriional Mode witb wbidi mosl Yomato swordsmen, are familiar. 

105 

g 

0 

0 

2 

Yis 

— 

— 

kmurai 

— 

4000 i 

2000 

Shop: C4.Ci 

Shop 


NANCE 


ITIMHAMI 

DESCRiniO# 

ATK 

MAG 

m 

GUARD 

BLOCK 

HATTACKS 

SPEOAL 

ATTACH 

ilEMENT 

CONDITIDN 

CUSS 

SPECIAL 

PRICE 

SELL 

MAIN 

SaHAftlQ 

ACQUIS1TILH4 

SERAPHIC 

GATE 

ACQUISITION 

Sirsdish's Gaze 

Fcfearm «tb the eye of the little serpent king. Property nf Odia. 
Rimdbiirfy pelriftes enemy. 

120 

4 

4 

3 

3 

Yes 

- 

Ol4% 

LCHltEf 

- 

- 

35DD0 

5:560,568 

P:S&]343 

OincKam's Rage 

Lancs resembling the feng nf a reptilsn bensJ of ygre. Increoses 
damage to scaled creatures. 

6440 

0 

0 

3 

3 

Yr 

- ' 

- 

iaiHEf 

154% darriagfe to Fish and 
liiadrtten, 2 stage rntrease In 
chance oF crtlical. 

_ 

nsM 

- 

P:5G07.4B. 

5G07-09 

Grosidt] 

SjKor forced Imfli the frogmenh ul □ once ^ans sward sboneied 
for fear of its might. 

105 

4 

4 

3 

2 

Yes 

^50% 

— 

Lancer 

_ 

- 

3144 

S:S20 

SGI 641 

Halberd 

Versatile pufennn featuring □ maunlsd spike, an axe bend, anrt n 
reor hoak br gcHd measure. 

25 

0 

4 

0 

2 

Yes 

- 


LcmcEr 

- 

2000 

1044 

D: Heingoe Shep: 
C2C6 

Or Hesigoe, 

Duwoin 

Haly Halbesd 

Palsorm thal HHTies ihs smiling biasings of tbs pds. 

55 

D 

0 

3 

3 

Ye 


- 

Lancer 

— 

— 

34DD 

5:526,529 

F^5S16-D1 

Lance 

lottgr. sharp cetirweapen interided prirnarily For jonsting. 

17 

4 

0 

0 

3 

Yk 

Ya 1 

- 

- 

Lnnret 

- 

2004 

1040 

0: fiwnest 

0: Earnest, 
Rwnboorg, 

Shop 

LooqseMt 

, fet its name, a HintsBai weapon toll mvd slender. 

SB 

4 ■ 

0 ' 

0 

a 


_ 

_ 

Laetes 

— 

\\m 

5544 

5ltoi>:C5-CS 


Mislilleiin 

' BiHigb of mistletoe iboT impaled a god, imbuing it wiih socted 
strengib. Proporty of Odia. 

70 

to 

0 

ID 

3 

Ya 


- ' 

Lnnrer 

- 

15DD0 

7500 

5:541 

Shop 

Parlisen 

Wide biade affixed to a long sbrrfi, balanced lewcir-if ibe tip for 

biwir^. 

• 

4 

0 

-1 

0 ! 
1 

2 

Y« i 

— 

- 

Lancer 

- 

3204 

1640 

D; Duwnin Shop; 
C3-t6 

Shop 

Spear of Ingh 

Wenpoit aglow with ihe pole phosipbaracence erf the bliie beovea 
from wbkb il stfikH- 

05 

0 

4 

0 ' 

3 

Yes 

4’m 

- 

lancor 

- 

- 

4500 

S:546 

P: 5407-02 

TYarbantmer 

jMaul buill Id send a prrfverizing rfiodt ibroiigb the mat rigid ef 

’flrmnrs. 

46 

0 

0 

0 

3 

Hn 

- 

- 

lancer 

_ i 

4340 

2150 

ShD5i;C4-C6 

Shop 




ITEM NAME 

DESCRIPTION 

ATK 

MAG 

HIT 

GUARD 

BREAK 

fAHACKS 

SPECIAL 

ATTACK 

ELEMENT 

CONDHION 

CUSS 

SPECTM 

price 

SELL 

MAIN 

SCENARIO 

ACOUfSITION 

SERAPHIC 

GATE 

ACQUISITfON 

Arbrdert 

Large rmd lethal vartunf ef the crossbow riKpat solely for skilled 
bonds. 

102 

0 

[7 

5 

2 

Yes 

- 

- 

Archer 

— 

4400 

2000 

U: Reinbilde 

Shop: C4-C6 

Shop 

Rloe Gale 

Bnw Ibatset; windswept nrrows le sad through ibe nr m blisterng 
speeds. 

140 

0 

0 

4 

3 

1 

Ifes 

- 

- 

Ardier 

- 

- 

25440 

5:554,561,569 

P: SGI 6-02, 
SGH-44 

Gamposrte 
Lonabow 1 

Bow whose limhs ennprise n nKlartge ef melok to enhance elartidty 
ofMl tensile sinemith. 

65 

:-1 

0 

4 

0 

' 3 

Ho 

1 

- 

Ancher 

- 

3900 

1954 

0: Valmnr Sbep: 
(dCB 

Shop 

CrestenJ Bow 

Bow whae mrunstene orrews di'cw [l^t^ of light as ibey weui and 
wane itr tbu sky. 

52 

0 

5 

0 

. ^ 1 

Yes 

'^20% 1 

- 

Archer 

- 

4000 

2004 

S: 50^,510,515 

Shop 


232 













































































































'BOWCOATJNOFD 


ITIM NAME 

DESCRIPTION 

ATK 

RUG 

HIT 

ODAHD 

mm 

#ATTACKS 

SPECIAI 

ATTACK 

IIEMENT 

CONDiTIOfl 

CUSS 

SPECIAL 

PRia 

SELL 

MAIN 

SCENAAID 

ACQUISITIOH 

SERAPHIC 

GATE 

AcauisiriDH 

Croi^lHvr 

Bow mojited tipon q stock ibt stfflts mmml lorcc ut mirein!il 
oFforl. 


0 

0 

3 

2 

No 

- 

- 

Archof 

! 

320 

110 

0; Clieripha 

Shop: Cl 

0: Cheripbo, 
VqIfout, 

Reinhilde 


Bow from rise sliining orrows lo sinilo fogs ilsilriiti 

hims wnily otofiq. 

T5 

0 1 

0 

0 

3 

Yes 


- 

. Arcbor 

— 

12000 

£000 

S: S43 

Sbofi 

MpniiKillislD 

Eolol^ve ol tlK trassbow desigiud 10 luntich hoovi^ halk [it high 
vfliocitiis, 

42 

0 

5 

3 

2 

No 

- 

- 

Archer 

- 

\m 

900 

Sh5p;C2-C6 

iShofi 

} 

Olbinui' Bow 

low whoso arrows split in mid'flight to ridillo tfioir rriark. Pro^rty 
ol Odii). Incromsos tiits. 

: 

0 

0 

0 

2 

isi 

- 

- 

AidiH 

Hits twiro. 

- 

4500 

S:S47 

P:SGU-02 

‘R'DiiDlNloU 

Spirit bow tlul rkonus iie wicked ood profiHie. iiHrecKes dotiHgo 
to impijire beiit^. 

7(f 

D 

10 

! 

5 

3 

tes 

; - 

1 

Ardher 

1S0% barttoge to undeod. 

2 stpg< UKTHEO bi diance 
loforticof. 1 

- 

i 4500 : 

S:S32 ' 

F: SOU 01 

Rapid Crasbow 

Stock-sot bowwftli «i inbu^ medidriisiii for rgloodiop quornels. 

46 

~T^ 

D 

0 

3 

No ’ 

— 

— 

Archer 


.3000 

1500 

Shop:C3-Ca 

Shw 

^itnavcr low 

Ocoiows wnpOA tliai iiilfilH a prophicy of deolh for its lv#et. 

1 2000 ! 

0 

0 

3 

2 

Yos 

— 

— 

Archer 

^ i 

_ 

b&OO 

— 

F: SSI 6-07 

Stmiibow 

Cooiposito shflirtbow rataforred by every aperi imagjiHblc. 

51 

0 

Q 

0 

3 

Tk 

_ 

_ 

Ardier 


8500 

^ 4250 

Shop: C5-CA ! 

Shop 

Syjvian Bdw 

Usiroifi bow cauntod among iho Four Trionires. Key to tko Spirit 
World's dDbitily. 

5010 

0 

0 

10 

3 

tos 

i “ 

- 

Ardier 

- ' 

- 

117500 

-»-—j 

P:5GIO-OB, 

SGU-oa 





ITEM NAME 

DESCRIPTION 

lAAG 

HH 

RST 

GUARD 

RRIAH 

iAHACKS 

SPECIAL 

ATTACK 

ELEMENT 

CONDITION 

CLASS 

SPECIAL 

PRICE 

SELL 

MAIN 

SCENARIO 

ACQUISITION 

SERAFfllC GATE 
ACQUismaN 

AkhenoY Wend 

Virpe Eotgroved with the Idceoess of o foerie. 

210 

0 

0 

0 

. 1 1 

Yes 

— 


Sorcerer 

— 

5000 

2500 

f:S29 

:5hop 

Caducein 

Wand mantled in two ferpentf entwined, re|iro»nting the 
morging of Indy and ami. 

m 

0 

40 1 

0 

1 

Yes 

- ' 

- 

Sorcerer 

- 

55000 

275M 

S:S53,S£1,.S£9 

shop 

CrYslalWerid 

VIrp almi whidr sit; o prian, iprkiag iride$cenitly. 

35 


0 ; 

0 

1 

No 

— 

— 

Sorcerer 


1500 

750 

Shaft: (2^6 

Shop 

Detugs Scspter 

Staff marfced by a crort depiding cta^fihg wovfs, one 
long unsoie in Artolian hornldrv. 

220 

D 

10 

0 

1 

Ves 

- 

- 

Sorceror 

- 

4300 

2150 

Shap:C4-C6 

Shop 

Elher Scepter 

StaH iminied with the concenlrcted es^nce d other in 
orde; to wirhstimd interns 

330 

0 

30 

0 

1 

Ves 

1 

- 

- 

Sorcerer 

1 

13000 

£500 

Shsp: C5^£ 

Shop 

Holy Rod 

Hdlowed rtnff gcwed by u heovenly iewel that resmolei 
with the beorer'^ divinity. 

320 

0 

20 

1 

1 

Vos 

- 

- 

Sorcerer 

- 

- 

3000 

S:S32 

F:SO18 0I 

Holy Wond ol 

Tolas 

RepmiiCKry of limitless wisdom tint chomnls mngk fronn 
the redIms af oods. 

4000 

0 

U 

0 

1 

Yes 

- 

- 

SortereF' 

- 

- 

lOOOD 

- 

P: SGO5.O«,5S0i-tW 

Infinity Rod 

Sigil of etornity whose potieit sagacity doepons with eocli 
passing immefli 

130 

0 

0 

3 

1 

Yes 

- 

- 

Sorcerer 

- 

2000 

\m ! 

5:508,512,516 

5hap 

Ulus Wand 

Enchanted terennfiial nod blanketed by Itorol NPKnerv. 

120 

0 

0 

0 

1 

No 

_ 


Soiwei 

_ 

; 2900 

14 50 ! 

Shot: t3-Cb 

H:SG0301 

Ruby Mace 

Scepter ciawnisd by a scarkt gemstone that pubs; 
luminoiisly. 

15 

0 

0 

0 

1 

Ho 

- 

i 

Sorcerer 

- 

- 

125 

D: Lwkswel 

D; Lodisweff Roseo. 
Uescdorte, Pmixnd. 

Reinhiye 

Votive (roaer 

Socroswict allnr staff that delivers the oaths and orisoiQ 
of mstt to the eofsof the gods, 

140 

0 

0 

0 

1 

Yes 

- 

-1 

SorcBrer 

- 

3500 

1750 1 

D; Rosea, 

Ueselatte, J 

Finjxnel i 

Shop 

Wond of 

ApocEdypse 

Forekding aphiditia staff thol profauniy peors into the 
botlotniess depths nd knowledge. 

2500 

0 

40 

0 


No 

- 

- 

Sorcerer 

- 

- 

40000 

- 

rmm. sgiwij 


m 


KNUCKLES 


ITEM NARAE 

DESCRIPTION 

ATK 

MAG 

HIT 

GUARD 

BRIAR 

KAnACKS 

SPECIAL 

ATTACK 

imm 

CONDITION 

aA5S 

IPfCIAL 

fRiCE 

SEIL 

MAIN 

SONARFO 

ACQUISITION 

SERAPHIC 

GATE 

ACQUISITION 

Bloody Knuckles 

Cherished weapons af the Lord of the Undetid with an insatiable | 
thir^ fur life all their awn. ! 

7000 

0 

ID 

15 

3 

Yes 

- 

- 

Fggilbt 

- 

□ 

1400D 

- 

P: 5002^09 

Brawf Knuckles 

Slandonl Sparring arm of pugilEts, (npable af mutilotiani in wel^ 
trained honds. 


0 

0 

0 

3 

Ho 

- 

- 

ihigllisi 

- 


4250 

5lHp:C5C6 

SJwp 

DefTHCt Hands 

Wenpan af n Vamoln pugilist who never gripped a bfode, and never 
suffered a defenl. 

lOO 


5 

10 

3 

Yes ' 

- 

- 

i Pugifist 

- 


15000 

5:560,568 

P:S&18-D2 

Finger Spikes 

Rings that project keen-edged rwis into theh prey. 

20 

0 

0 

0 

2 

Yes 

— 

— 

Pugilist 

— 

150 

75 

— 

Shaa 

lion Gnws 

Gnunllels ftem whiih metal pron^ jut forth. 

5 

0 

0 

! 0 

2 

Ho 


_ 

Pagilisl 

_ 

1 — 1 

400 

— 

DiAflfiiele 

Knuckles 

Bridged rings worn over Ihe fingers for devostating fist strikes. 

15 

0 

0 

0 

3 

No 

— 

— 

P^gihst 

— 

m 

150 

D: Aususte 

Shop 

Raptor Clows 

Takms thrrr protcude from the hand deep mto piey, Intreoses 
damage to rnagiml beasts. 

120 

0 : 

5 

0 

2 ■ 

Yes i 

“1 

- 

j Prigihst 

150^ damage to animal 
i classes, 2 stage iiKrcnse in 
thante of trHkal 

12000 

6000 

P: 556,564 

Shop 


mvisiBiEwiAVons 


ITEM NAME 

DESCRIPTION 

AIK 

MAG 

HIT 

GUARD 

BRIAR 

HAHACKS 

SfICIAL 

ATTACK 

ELEJV^NT 

CONDITION 

CLASS 

SPECIAL 

PRICE 

SELL 

MAIN 

SCENARIO 

ACQUISITION 

SERAPHIC 

GATE 

ACQUISITION 

Ether bfocier 

lovisilile weopqn forged hy the Gnddess of (reoien, its form 
apporeni only to her. 

75 

0 

20 ' 

5 ■ 

3 

Yes 

- 

- 

Freya 

- 

- 

lOOOO 

- 

0: Freye 

P: SOI? 05 

Elher loser 

1 Only she knows ih nEiture. 

7000 

0 

20 

10 

3 

Yes 

- 

- • 

Freya 

- 

- 

12500 

- 

P: 5017 08 

Feather Ouster 

Implement fm remeving unsightly dander ond debit. Infikts 
iHifothomoble suffermg- 

150 

0 

38 

10 

3 

Yes 

\^m% 

- 

Adyth : 

- 

- 

40000 

- 

DiAdylh 

Royal Hel Tea 
Servke 

Tea set purveyed by Mistress Hel herself. Its ivory cups and ebony 
pDit erHEKfcnge civility. | 

7000, 

0 

IS 

5 

3 

Ifes 


” 1 

Myth I 

RST+50 


5000 

- 

P-5GO9-0S 


233 












































































































Equipmenf items can be donned by choracters in Jhe Allocation menu to improve their defenses ogainst both physical and magical attacks. Many 
armor pieces also bear added resistance to elements or status conditions, 

TABLE KEY 


^AKMOR 



Q Equipment Effects: Displays the bonus or penalty thot the 
equipment cantors ta an aitrilvute. 

Element Resist; Added elemental roststemee of an 
equipment piere, ond ihe perceninqe af damage reduced. 

Q Resist Condition: Added chance to negate tfie effects of a 
stolus conditien. 


ID Gloss: llte doss nf characters capable of equipping the piece. 

D Moin Scenorio Acquisition: Stoges and nieU 
in the game tn obtain the item. CiroiirRltinces nf acquisttion include D 
(Default equipmentofo character], H (ffidden}, P (Plunder), S (Spoils 
of Sin). Shop iodiccites that the itsm can be pordiosed, listj the 

chapter? of nvailobility. 


D Seraphic Gate Acquisition: Stage? In Serophic Gate 
mode where the fame h avaikibJe. Cifcumstnnce$ of ocquisitian inctude 
D {Default equipment of a dipracter], H (Hidden}, P {Ptunder} or the 
Shop, which 1 $ ovoilable from the ?tDrt through the end. 


CHELMET 


IHM NAME 

DESCRIPTIOti 

MAG 

RDM 

RST 

ELfMiHT RESIST 

RESIST 

CONDITION 

CLASS 

PRICE 

SELL 

MAIN SCENARIO 
ACtMltSmOH 

SERAPHIC (>ATF 
ACOUtSlIHHI 

Aiiainled CroMi 

iCiKulQr iterd mixk poro tiy caiGocnatsd wnter. 

to 

35 

; 5 

— 

Qm 

Sofceref, Pngilisr, Valmirf 

3500 

1750 

Shop; C5-C6 

Shop 

Crown 

laurel urckl sown wtifi tieoe? end nttiven. ' 

5 

20 

“iT 

1 ^ 

— 

Sonsfer, Pirajlist, Valnw 

1800 

?D0 

Shop;C3Cfi 

5h«D 

Diid Helm 

CrowiDig jiiocB to a iteel soK of dnmor, Inkiid with o reliieF depicJing die God 
of War. 

G 

30 

5 

— 

- 

Swerdsnum, Warrior, 
Inncer 

2300 

1150 

DiPhionfl 

;5hito:C4-U. 

Shofi 

Empnais CorDml 

Befewded crowr of site tfioi wwld be queen, oonfening rhe righr to dub knighh 
ond iKibfe?. 

10 

' 70 

15 

- 

- 

jy| females 

20000 

100(10 

S;S52,559,557 

ShapP: 5011-09 

Cmpres? Gorbid 

Esquwile WMlh enfit^nfl freyo to niit in the ftl-futher? ebsepree. 

20 

no 

\D 

- 

- 

illfefwlft 

1 

- 

i 

40000 

|- 

!H: sol 5-07 Pi 5013-07, 

5GO9-09,5G17-O9, 

5£1710 

Etlwr Crown 

Dwdam cost by tlie knifc of gods, nnd coitod wtb' itfiar to osiure it ne^er rends. 


m 

10 

- 

- 

Sorcerer, PtigilE;!, Velmur 

- 

7500 


H: 5014 07 P; SGI 7-05, 

5911-08,5014438, 

5009-09 

Etkr Nelin 

Helmet trsl by the bnndi of gods, ond [Dsted wilb elhor to ossnre d never rends. 

15 

35 

10 

— 

- 

Swerdsman, WniriDr, 
IjMVtei 

- 

3500 

P‘S45 

1^5015-02 

Iron ttetm 

Auslers heodgeur devoid of ornamerTtotian. 

0 

25 

0 

— 

— 

Swordsmm, Warrior 
Lmtcer 

IBOO 

VOO 

5h(jp;C3C5 

Shop 

Mask of tIk DcdiI 

Kino 

YHflge hoU to b« ri«l donned iry the mod pbarooh Aislietomen. Proporty nf Odin. 

15 

no 

10 

- 

- 

Swordsman, Wnrrier, 

IjiHef 1 

- 

lOOOO 

- 

If; 5014-05 P:SG(]6-04, 
5603-00.. 5009-09 

Mlwit Crown 

ftonitond composed of n mraiknl metal tin! oborbs shock by ntou^e. 

a 

50 ; 

20 


_ 

Sorcerer, PuqilEl, Volmur 

—, ; 

4000 

!p:S57,S5B,S<5,SbA 

H; 5614-04 P:SCD9-02 

Mfihri Hdnr 

Hoodgonr of o magiml rtiotol mightier Ebon ^eet y^t sufpfisiingfy lighter. 

5 

42 

10 

- 

— 

Swordsflian, Warrior, 
Lancer 

5000 

3000 

5:525, S2ft 

Shop 

Milbrd Turo 

OoficQle crown dF miigjcpi metol! Hul sparkle; with eiurustod jewels. 

5 

35 

10 

— 

_ 

Alt lemales 

3000 

1500 

5h»:C5-t5 

Shop 

Mlo^tjon 

Eicqiff^caul ocrMnenled by e frill to ksup a mnid'; hob os iMv os her home. 

0 

m 

20 

— 


M 

_ 

2500 


P:SGS9-(H 

Olivt Oown 

tteodhond benring the etched sprigs ol o drupe ttmught to wnnd off corses. 

10 

30 

5 

— 

Q 20 K ^ 

Sarcerer, Pugitist, Valmur 

2200 

1100 

0; Fausen*! Slw|]: C4-C6 

Shop 

Hwie Crawfi 

CrKhatofd heedband into which is carved the icnii of erAdbefisvem, 

20 ' 

30 

30 


— ' 

Sororer, Pugiit, '^dmufr 

5000 

1500 

ym5i3,si7 

Shop 

tiiine Helm 

f uM-lenglh helnKl bedecked wttti protective glyphs. 

10 

25 

20 

- 

w3D% 

Swordsman, Warriur, 
bncer 


2500 

S;S0b,Sl0, SI 5 

Shop 

SeMot 

Vbotred helm that leave; the region from the nose to the jaw exposed. 

0 

ID 

5 

- 

- 

Swordsman, Warftor, 
Lancer 

700 

350 

Shop; ClCfi 

Shop 

Sero|itii{ Gorked 

Wreath odomwl hy anfelk wingp, evoking ihe ir 0 |e;ry befitting o Bottle ttoidii. 

10 

OD 

0 

9 50% 

“ 

Lennelli. 

- 

150OQ ^ 

- 

H;SG07417I»:S&11-06 
Stow 501 MO, 
5013-10 

Siher Hdm 

Burnished heodgeor reinforced by mecins of rts ntoteriol's ofFinity for ether. 

5 

35 

0 

- 

- 

Swocctsmon, Warrior, 
Lancer 

3500 

1750 

5b«p;C5'Cb 

'Shop 

Siter noFfl 

InMciito cirtlef reinforced by meons of Its moteiiDl'; irffinitY fv ether. 

5 

30 

10 


— 

Ah female; 

1800 

900 

Shaa: C4-C6 

Shea 

Sisewte Crown 

Sum cf »p«diitve imiefidb, BtH rposed (roffynarcMp, nnif splinjiferoirs moik. i 

10 

40 

2D 


_ 

Sorcerer, Valmur 

7000 

3500 

H;S14,S24,S31 

Shw 

Tiarn 

Drdiniiry {Ficler loslefudly designed to 

trumand birth nd simiding. 

0 

20 : 

to 

- 

- 

All FenuLes 

1500 ; 

750 

ShoprCSCi 

Shop 

norn of the Holy 
Gnoross 

Order thar sot otop □ saintly womon's lieid. tts holtooss is vulnercdde to dork 

pPWH. 

5 

50 

5 

^^50%,®-2tt% 

- 

All Femoles 

- 

5000 

5; 555,538 

- 

Vnliont tidm 


10 

50 

5 

- 

- 

Swardsmen, Warrior: 
Lancer 

10000 

5000 

S; 549,556,564 

Shop 












































iARMOR 


ITEM NAME 

DESCRIPTION 

AVD 

RDM 

RST 

ELEMENT RESIST 

RESIST 

condition 

aAss 

PRICE 

SELL 

MAIN SCENARIO 
ACGOlSinON 

SERAPHIC GATE , 

ACQUISITION 

AnflirlHl QwIe 

Gonrreel iniide pure {onsHnoted i^Diter, end sHtihed wilb o berredictiun. 

IG 

110 

5 

- 

- 

Bague, Samurciii, ATtber, 
Sertprpf, PHflilisI 

3500 

1750 

OiVobnuf, Aogfusta, 
Fcmxrel, Sbep; C4-{ifi 

Shop 

Afirafi 

JVim garment ulwtty^ Icepit iTeon onrl pnessHl, vritli u hesmline down el lbe onkles. 

D 

4G 

0 

— 

— 


— 

250 

— 

D: Ailytb 

AriFiDr [>f Aleph 

Plele renikrerl oblo lo kiBy leppresi ibe iHVrer of eortb by oe^ronnantv. PrQ|»ny 
aFOdin. 

5Q 

sm 

0 

^m% 

- 

Swardsmon, Worrior, 
Inncer 

- 

30000 

- 

P:5G19-07,5008-00, 
5&09-09. SSI 1419 

Chdinmail 

Me$li oF miniotufo nKloil rings to rniiigote dostiing rrtlorits bot relnln floxtbilily. 

0 

30 

0 

- 

- 

Swordsman, Werriar, 
lancer 

350D 

110O 

0; Darius, Gwondnl, 
Enrnest, MHreiHe, 

Mnehita, Heugee, 

Dawnin, Shap: C1-C6 

Shop 

CfiKik 

tkib tope tejtomory on diitont jdtjnnys. 

0 

25 

0 

- 

- 

ftegae, Sartiarai, Atther, 
SorceFir, Ikigilist 

500 

m 

0: Oietiphn. tocfcswell 
SbopeCI 

0: Oiedplw, Lockswell, 
HataGe, Rosea, 
lieselotte, Vabnur, 
Reinhilda, Auguste, 
FauxneL liMiflrey, Shop 

Cook of 

SrirofiFiHi 

VRimefll beoring iho rrnie of e bElovod ^bneSilmiJiiiMi. Property el Odin. 

ff) 

m 

50 


- 

Hague, Arcbetess, 

Sorter flss, Froyn 

- 

lOOOO 

St 552,559,567 

P.SG1U2 

Cuirass 

Iron (best urmer ihnf ikikcts tFews wilb ils convex rurvrtteie. 

5 

5fF 

0 



Svrardsman, Worrioi, 
Loihh 

: 3100 

1550 

SbepiO'Cfi 

Shop 

Dragpr Amtof 

Plate ded in dnuirlrn^ wymn Neeles. Impenotroiife te bled«, infozed by 
bludgewi. 

^ -5 

150 

10 

- 


Swordsmim, Worrior, 

LiMiJtjef 

25000 

IIOOO 

H;S44 

Simp 

Duel iHimor 

tbsstfllale of o deef ant of omw. fngmved h the nome ef tbe God of War. j 

5 

80 


- 


Swardsmon, Warrior, 
lanrar 

4500 

2100 

0: Pbiona 

5bep:C4^t6 

Shop 

Bfir TdRero 

Sbeor robe spinr of silh, dyed tntder tbe roinfaow.. mid woven by the dlfiK. 

^5 • 

200 

ID 

m 

- 

Rogue, Samurai, Arcber, 
Sorterer, Pugilist 

lOOOO 

5000 

5:540,547 

Shop 

frerndl Sinb 

Immoiefcle teimenJ wbiKe imeribed' rwnw delend ih wearer ben ony ond oil 

dangers. 


4000 

10 

- 

- 

; Segue, Sottllrti, Archer, 
Safcerer, Pagllhf, Freya 

- 

25000 

- 

?:SG10‘0,7 55134)8, 
5509-0975194)9 

IliiiFie Arnipr 

Ptele born from ibe falezing beni ef tbe Forge, onrl nrberenlly resisteni to fire. 

10 

lOG 


<!^SD5t&-20% 

- 

Swordsman, Warrior, 
Lancer 

tm 

3000 

Sliep:C5C6 

Shop 

kids Plok 

Amor (osl in rt» Frigirf rare ef 1^ gbier, onil Miberen/llif resistant to ice. 

15 ■ 

150 

71 

§^50%^-20?« 1 

- 

Swarefsman, Warrior, 
Umcer 

- 

3750 

5:559 

P: 5515411SGOVOS 

Kinogosbi 

Infennol heFf-eoot of the tooicito. 

IS 

65 ; 

0 

— 

— 

Samurai 

1500 

750 

0: Usbie 

D: Ihbin, Sbap 

tat 

Jeikin tMloced frem larmed hides tbot is treated te be twgfi, yet anwib. 

s 

IS 

i 

0 ! 


- 

i 

Swordsman, Warrior;. j 
LorMer 

300 ; 

150 

DcWyffred.Ancd 

Shop: P-0 

D; Wylfred, Ancel. 

[kfi^ Ijwwdaf, Earnest., 
Mlrsie, Mhditn, Htugoe, 
DiflWin, PbietM, Iristciff,, 

IfiiBibavrg, Shop 

Miragf Robe 

Germent rbol blurs ils svrrwndings with cn iHusory boze. Property of Din. 


150 

IS 

^Q% 

- 

• Rogae, Somarer, Artber, 
Sofcerer. PtjgiSsJ 

6000 

3000 

5:S21 

Sbap 

Mirror Piute 

Amor of reoTny^reverungfight. offbeil n slwdow ef ill former ^ory, Prepeity 
of Odin. 

w 

250 ' 

: 

O^50^i# 20?t 

- 

Swordsman. Vlotrioif, 
Lancer 


1 

15000 

5:551,558, S66 

P:SG19-D2, SGOI-06 

Hofrle diKik 

Cofie detteling ronA ond prestige, embdlisbed by cnpltvolliig. embtoidery for 
mnrtfy offars, 

10 

60 

35 

- 

- 

Rogae, Samorni, Ardiet, 
Sorterer. Pug^iil 

2800 

1400 

D: Rosen. Liesefotle 

Shop: ait 

Sbap 

Sorapbiit &srb 

Provrrfentinl ormor ibot rmtinles a sky ef bloe, evoking meiesty befitting a 

Etatile Maiden. 

10 

400 

10 

- 

1 - ' 

LjMHwttih, H-tIsI 

- 

20000 

- 

H:S&fta'05?:SGn»0^ 

^ 

Silver (look 

Gormefil bced with argent tbreads, teinfforted by meom cf tbe moterwl's affinity 
far elber. 

5 

35 

1^ 

- 

- 

Ragoe, Scxnurai, Ardtet;. 
Sarterer, Fugil^ 

50«0 

1D00 

0: Natalin, 5bop: C2*C6 
I^SIS 

Shop 

Silver Moil 

Elr^rale masterpiece reinfarred by meflas af its materiol'i offiarly for etber. 

50 

50 

5 

- 

- 

SworrtsOian. Worrior, 
Lnncer 

3500 

1750 

PtSflS, SI 2716 

Sbap 

Sij|>rBfn& Ckirb 

Raiment spoti^ed wilb preooas stories gfoied to a crystiiine ^en. 

15 

130 

50 

- 

- 

Hague, Snmarai, Artbir 
Sarcener, Ptigilsl 

6000 

3000 

Sha|i:C5-C6 

Shop 

Syljifi Robe 

Gormeai bfeaed by tbe spirits a( Ibe wood to Ihwal Ibe bond of doiinesi. 

10 

350 

10 

09O!I 

— 

Sdreeref [mole anLyf 

30000 

15000 

5:554761769 

Shop 

Velour Dresi 

lavish, plitsb gown Foshionoble an«ig women of Ibe peerage. 

' 10 

120 

0 

- 

- 

Rague, Atdhareii, 
Sorceress, Mireie, 

Pbionn 

4500 

2250 

D: Reiriidde 

Sbap 

Vkiorion Dresi 

^elF-repearing roiment of limariDus brarnde. Sews rtseff bock tagelher aflor 

mtonorpbfiscs^ 

'10 

3500 

10 

- 

- 

Ailytft 

- 

500 

- 

P:SGM-0; 


gAUNTLETS 


ITEM NAME 

DESCRIPTION 

HIT 

AVD 

RDM 

RST 

QUARD 

RATIO 

ELEMENT 

RESIST 

CLASS 

PRICE 

SELL 

MAIN SCENARIO 
ACQUISniON 

SERAPHIC GATE 
ACQUISITION 

Duel Ounrtlers 

Gauntlets irrim a sleeF suit cnl nrinor. They carry Ibe mark of ■be' Gad el War. | 

0 

0 

35 

0 

10 

- 

Swardsmon, Wurriaf, Samarar, Umcer 
Swatiisiisfin, Wmior, Samani, bnter 

3500 

1750 

Sh[)p:C5-C6 

Sbap 

ftber Gloves 

Gloves sewn by the hands af geds,. and cocried wrib elher to assure ihey 
never rend. 

5 


30 

10 

25 

- 

Regue, Archer, Sarcerst, Ailytb 

lOOOO 

5000 

5737741,546 

SbopF:5GO64IS,5G02O9 

Extreme 

ArmgMrds 

Ijaimtiets formed in the flirkeiing Rame that are most at batue in beot. 

Propeity af Odin. 

5 

! 0 

40 

5 

15 


Swarikman. Warrior, Samurai, Lancer 

7000 

3500 

5740, S47 

Shop 

Gaunlfets 

ftond-gua»ds that caver the forenims oswell. 

0 

0 

15 

0 

5 

- 

Swordsmofi,. Warrior, Samurai, Lrmcer 

700 I 

35D 

D: Gwendol, heagoe, 

Duwoin, Ihbm Shop: C3-C6 

D: Gwendol ffeugae, Dimarn, 
5bep 

Glaves 

Orrhoory appniif worn to tomfoti and praltcl the hands. 

^ 2 

~0~ 

5 

Q 

0 

— 

foigoe, Archer, Sairceret, Ailylh 

0OO 

400 

5hiip:C246 

Shop 

rialy Gauntlets 

Hnllawsd hurtd-guards that emit o faml gfaw amid darkness. 

5 

0 

25 

10 

20 

020^ 

Swordsman, Warrior, Sumurol, Lancer 

4000 

2000 

P:S41,545,546 

Shop 

Leathef GFcves 

Handwear Inilared fram Innnerf bides tbal h treatied ta be tangk yet smooth. 

~Y~ 


10 

0 

10^ 


Rague, Anher. Sanarer, Atlyfh 

110O 

550 

Shape (3^(6 

Shap 

Mogk Glovos 

Enchanted bnndweor capable af aveiing the impact of cDlIrsions. 

0 

0 

m 

IS 

10 

- 

Rogue, Archer, Sorcerer, AiFyfb 

4000 

2W0 

D: Valmtir, Reinhtide 
Sbop:C4C6 

Sbap 

lAelal Suckles 

Stad wLft'futnb ibat shield the cuff nlF ibe way la tbe elbow. 

~~r~ 

^J~ 

25 

0 


— 

Swordsman, Wairier, Samurai, Lotiter 

T2Q0 

6D0 

Slup:C446 

Shop 

Royal Gloves 

ftwiaast of a valiimt wmtiw ptmeass wkw mu jHKsnte cesuW turn the 
tide ef brritle. 

0 

0 

7 

0 

IS 

- 

Rogua, Archer, Sorcerer, Aiyfb 

3000 ' 

1500 

P: 507,512 

Shop 

Starguards 

Ethareol gauntlets ihot shine vritb the glory of tbe beaYens. Properly ef DrGn. 

5 

0 

70 

10 

25 

- 

Swordsflion, Wor rkr, Sarwiriii. Lancet j 

1 

- 

6000 

S: SSI, S60,566 

P;SGi3-02.5(505-08,50064)8, 
$G10'll8,5G064W,SGfl9-09 

Valor Gaaallets 

Rayol rownrd for goUanilTy in bnnle. They exbibil murvelaus otlention to detiiL 

~T^ 


13 

0 

10 

— 

Smnkinaj)^ Warrwr, Samurai, Loncer | 

ROD 

400 

1^521,523,530 

Sbap 

Wiml Gloves 

Workers of the wind's w| lhot whirl their wearer obwil. 

5 

5 

25 ; 

D 

15 

^209S 

Rogue, Archer, Sarcerot, Ailylb 

5000 

2500 

Shop: C5-C6 

Shop 










































































m gRtAVES 


ITIM NAME 

[ASCRIPTION 

AVD 

RDM 

m 

ruMENr 

RESIST 

RESIST 

CONOmON 

OASS 

PRta 

SELL 

lAAlN SCENARIO 
ACQUISITION 

SERAPHIC GATE 
ACQUIsmON 

Duel Qfioves 

Leggings From o steeJ suit oFoTmor. Emblazoned tliereofi is ibe rune for the 

God of Wat. 

TD 

. 30 


- 

- 

Swordsmom, Worrior, 
SsmurUj Lowef 

woo 

1500 

D: Phiunn 

Shop; CUE 1 

Shpp 

Elfin Boots 

Footwear thal fti(ilitai« the fleet tliniii of the dllar. 

30 

20 

10 

- 

- 

Rogrue, Archer, krcerer, 
Pugdist, Aiiyth 

2000 

1000 

D: Vulmiir, Hainhilde, 
Auguste Shop: L4-C6 

Shop 

Elher Gneoves 

Leggings cast >be bonds of goifa, am) cooled wilh etlKr lo nssure ttwy never 
reitd. 

dO ^ 

50 

10 

- 

1 - 

Sworcbnan, Wrurwr, 
Sonturoi, Lencer 

- 

4500 

S: 552,555,5^7 | 

H; 5004-04 ft SGI 44)2, 
5G04-OB 

Leiitlier Bixtts 

SJhoes toBored from tunned hides trootod to he lungti, yet sirtiMlIt. 

3 

10 

0 

4^ m 1 


Rogue, Archor, Sotiorer, 
Fugjiist, Ailyfli 

\m 

650 

0: Rosea. yeseAntte ' 
aiap;CK4 

Shop 

Mogir Boodi 

Sfmes under D spell tbul lessens their lond vrhilst mointaineng their m^hl. 

30 

30 

10 

- 

- 

Rogue, Archeif, Sorcerer, 
hqelist, AilyH) 

- 

3750 

5:S4B,S55, SE3 

ft 5G 15-02,5003 08, 

5008-09.5G05-tO 

Metal Greoves 

Cumbersome leggings that extend above rbe knee, kt ivel worth their waglrt 
m defsffift. 

fl 

25 

0 

- 

- 

Swordsman, Warrior, 
SttmtiToi, L0mef 

2500 

1250 

P:S27,S2A,S32 

Shop 

Red Boflts 

ShD«s tkl [foamed a gnl to dooco inilil sk drogged, if one believes tn fairy totes. 

10 

25 

0 

- 

- 

Segue, Archer, Sorcerer, 
Piiigife!l, Alyth 

3500 

1750 

Skp;CS-K 

Shuf) 

ktuly Boots 

KiHckohojt foDlwear hrnsled to knve Ihi worst of coitdilmrTS. Negate! terroiii 
restrictions, 

TO 

5 

s 

” i 

[let roin re^iclKKis 
notwrthstonding} 

All 

- 

2500 

H:S35,53V ft 521,523. 
528.5W, S4A 

H:S&OB-03 P:SG0ft04. 
5G04-D9 

Silver Graowi 

Burniskd feotweor reinforced by means of its mnteiid'! nffinilY lor ether. 

0 


5 

1 

- 

SwDTilsiniw, Wuifior, 
Somuroi, Lancer 

1500 

750 

Slufi:C3^C6 

Shop 

Sjede BoqIs i 

Snug footwear Fashioned from iho hrusbed undersides of hoest pehs. 

0 

5 

0 : 

- 

- 

All 

lOOO 

500 

0: Cheriphe, LDckswell, 
Gartui, Homalioi 

Shop: MP. 504 

Ch Oieripha. Lukswell, Nulnlia, 
Reinhdde, Auguste, Shufs 

Valor Groove! 

Eeggmgs oworded to the (oiHogomi!. They tjihifcfl morvdws oftentiein lo deloit, 

20 , 

40 

0 

- 

- 

Swordwvtw, Wurrioi, 
Samurai, Lnncer 

5500 

2750 

Shop: G-CE 

Shop 

Work BihIs 

Rugged footweor biiill to onduve tk rigors of arduous lokr. 

15 

22 

5 

- 

- 

Roguo. AntlKr, Soncerer. 
POgifist, Ailylh 

3500 

1750 

P: 541 544 

Shop 


aCCOUTKEMENTS 


HEM NAME 

DESCRIPTION 

HP 

ATM 

MAG 

HIT 

AVD 

RDM 

RST 

RESIST 

CONDITION 

CLASS 

PRICE 

SELL 

MAIN SCENARIO 
ACQU^ITION 

SERAPHIC GATE ' 

ACQUISITION 

Curse DiEci 

Amulet granting itMiumty In cuts^. 

' — 

— 1 

- 

— 


- 

- 

' £3100% 

AJI 

2500 

: T250 ^ 

Shop: C3-CA 

Shup 

Freeze Check 

AmuJel granting immunity tO' hwezlng. 

- 

— 

- 

- 

i - 

- : 

— 

Oioo% 

aji 

2000 

1000 1 

Shop: C2-CE 

Shop 

Kitsu-Mutter 

Lightless substance oferigin unknown Ihm defies oS few nnd reusmt. It cor^iures 
eHecis both desirable and not. 

- 

90% 


■90% 

m 

90% 

•90% 

- 

All 

; - 

5 

- 

ftSGlO-IO 

Magic Bangle 

Bracelet of sercerere ihot enhance! MAG. 

- 

- 

20% 

- 

— j 

- 

- 

- 

Sorcerers only 

- 

5000 

5: SOS, SI 2, SI 6.553 

ftSG04-02,S[505-03,5G044)4, 
SGI 2-07 

Maiefial Earring 

Feininlna charm that mcreoies Jiwttimum HP. 

m 

— 


— 

— 

— 

— 

\ — 

Femab ardy 

— 

35000; 

5:S4B,S62 

H: SGI 3-05, SGI 3-09 P:SG14-0Z 

Hmnicheck 

Amubl granling immufirty to ol aiknefts. 

- 

- 

- 

- 

- 

- 

- 

;yi:ioiy% 

AR 

- 

2500 

S: 551, SAB 

H:SG08-EH,SG1MS 
ftSG17.£l7,SS0l 10 

Parniyie Check 

AmuLer granling inirminity to paralyus. 

- 

— 

- 

— 

— 

— 

~ 

^im 

All 

2500 

1250 

Shup:C5.CB 

^Shofi 

Paisoii' Check i 

1 

Amulet grunting immunfly to potsuo. 

— i 

— 

— 

— ^ 

— 

- 

— 

Sl0D% 

AIE 

2000 

1000 

Shop:Cl-CB 

5ht)|i 

Fewer Bangle 

Swerd-wietder's bracelet ihnt enhances ATK. 

- 

m 

- ^ 

- 

- 

- 

- 

- 

All bill sarcerers 

- 

5000 

ftS6a.S69S;S49. i 
SSS,S64 

H:SGI«4)lft5&T14)3, 
5G03-04,5G15 07 

Shackle ef Sin '2 

Maikide la remind Wylfrk erf his crimes and bind him to hfe duly. Encreosessirt 
wrought. 

- 

- 

- 

- 

“ 

- 

- 

- 

Wylfred 

- 

TDOOO 

S: 547 

- 

SAwKiAvetk 

lmk\ grimlmg Immrmty to sAence. 

- 

— 

— 

- 

, — 


— 

Cjm% 

Ait 

2500 

1250 

Shop: C4-C6 

Shop 

Stone Check 

Amulet granting immunity M' pelrificutien. 

— 

— 

- 

— 

— 

— 

— 

Bioo% 

All 

2500 

1250 

Shop: 04416 

Shop 

Treasure 

Humer'l 

OrigcHid's ring ahla delect Ihe lacnlian af hidden treasures. 

- 

- 

- 

- 

- 

j 

- 

- 

Ail 

50W 

2500 

ft S09,517 5:513, SI 7 

Shop 

tcvEcnblem 

Crest at three iiMtckding ttmegies. 


m 

loT 

m 


30% ' 

~30^ 

— 

AtL 

; — 

50 

_ 1 

ftSGiim 

Trulhmk 1 

Knuwthysfllf. 

— 

— 

— 

— 

— 

— 

— 

— 

All 

— 

50 

— 

ftS&13-05,SG09.10 


* 1: Hidden itarr locatfons shine on the map. 

*2: Sin point acquisition +20%. Wylfred exclusive. 
*3: View additional character profiles. 




































































ITEM DATA 


IteiTis covered in this sectioD include provisions for use In combat, parameter-raising items for use in the Menu, and Valuables that are nothing more 
than keepsakes gained from certain achievements. 

TABLE KEY 

TKOVISIONS 





1 m wiic 


AP 


ipn<nvi n\a 

PUiM SUliUlO 
■ WfflifUTim 

SEItfMKCsri 1 


llml'Ciiwipiih 

l'>l 

1 

1 BfKt* 1- 1 151 3 

7i tshi UCI 

i»^ 1 


Q Main Scenario Acquisition: Plages and meMs in the game b obtain the item. 
Grcumstances of occphition incltjde D (Qebult equipi^ieiit of a ctKirnclert, H (Hidden}, P {Plunder}, S (Speik of 
Sin}. Shop Indicates dint the item can be purchased, and lists the chapters u\ avatlnhility. 


Q Seraphic Gate Acquisition: Stages in Seraphic Gate mode where the tome is available. 
Grcimistences of ncquisiticHi include D (E^ebuit equipmani of a cbarnclBr), H (Hidden], P (Plunder} or the 
Shop, which H evoMk from ihe start through the end. 


^Kovisiom 


Provisions are variety-effect Items for use irt combat on the user or a target within range. Certain items can affect multiple characters or enemies 
within range around the target. The Range column in the table below indicates how far away the item can be targeted, and Effect Range indicates 
the area of effect. For instance, a Fire Talisman can be used to protect an ally 4 spaces away. The target and all allies within a four-space radius 
receive the benefit. 


■0 












t333I§iJ(§ 


' BHaMT® 



ITEM NAME 

MSCRIPTION 

AP 

RANGE 

EFFEO 

RANGE 

ROUNDS EFFECTIVE 

PRICE 

SIIL 

MAIN SattARIG 
ACQUISITION 

SERAPHKOATI 

ACQUISITKHt 

MbHary's ' 
Afcuraum 

Etiidr EonTHiktsd by a ctKctKl. 1 

ilestone^lSOOHPtoqreDlty, I 

V 

4 

liiertA 

T 1 


300 

! 

Shop: 

S3wp^5&t}4)l 

Brogi's Song 

Vefie purporledty iMnned by tlie God of Skdtk liittns«lf. Cum sdeoce. 

14 

4 

EtfedA 

— 

350 

75 

Shop; C2.a 

Shop 

CwkutiiH Egg 

SfHd qt a bird incukisd byo repiie- Cympefriulnfl. 

10 

4 

EHeclA 

— 

■ 354 ; 

75 

Slip{r.OC6 

Shop 

Dwarf Tincture 

Keinqily brewed by tbe dinuniv'tne Iribe ot ibe irwufilain^ Reitorei 3flD HP Id neohy DilliK, 

34 

5 

Effect E 

— 

}500 

7S0 

Sbop;OC6 

Shop 

foii TolHmon 

Srooe^shntlMifig ormite] ibor uncreoses resHlortce to ealh for oil dlioi in range. (20%] 

40 1 

4 

BfectO 

3 

- i 

750 

S: 520,528,542 

H:5G344Il;5G434W, 

Enrtli Word 

Sl«iie'bj«lliii]| trinkel tbol increr^ die largej's re^hlante lo eorth, {2(}^} 

20 

4 

Effect A 

3 

7D0 

354 

SliDviCm 

Sbop 

CIbtr 

PUfHkslary nget]! tbot ewK alt oibBiils. of the Bv^. 

34 

4 

EffectA : 

— 

2044 

3000 

S»iini:CK65iS05 

Shop P: 5(302-03 

Foiry rmtliifEt 

Renwdy miiied by a rtiEdieviqiiii, yet friendly folk. Restores 3540 HP te nearby aOis, 

54 

5 

^ecte : 

— 

25(14 

3250 


Slio|] P: 5406-02 

RreTofisimirt 

ftnre-exiingnjsbHtg «nnlet tbnl imrea!« restitence to fire for ell alej in nMige. [Wi\ 

44 

4 

EfferfD 

3 

“ 

750 

P:5MS;S0A,S24, 

533,555 

H;S&fl4 03 5(317-43 

SGI 5-02 5(307-44 

Fire Word 

Flare-repehn trinken thol itHneiis« the iorgefs reiistanoe lo tire. (20%] 

I 20 

4 

Effect A 

3 

704 

354 

SbopcOCfi 

Shop 
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‘I'Kovisiom commuiv 


\m NAME 

DiSCRIPTION 

AP 

RANGE 

EFfia 

RANGE 

RtKINDS EFFiaiVA 

PR3CE 

SEtl 

JUAIN SCENANIG 
ACQUISmON 

SERAPDFCGATI 

ACQUISITION 

Flare Cryst'ol 

PreiioiA siotK imleashiivg a rtirgd 
lir?'element at+aEi, (Firo Storm, MiAG 3M) 

3 

3 

Effect 1 

- 

- 

1000 

P:SD9, 535, 564 5:509, 
511, 517 

H:5GD8-02,5GT2-06 

[^5GD4-Q1,5G04-O2 

Fkf0 («n» 

J8*el rhei odministerE a fire-elouieri flltotk. (Sirgle target. Fire Stenm, MAG 350) 

20 

3 

Effect A 

- 

1200 

hOO 

Shop; C2-C6 P:509, 

564 5:504 

5hap 

R«t Cryital 

FrerHHis stone unleashing a ranged ice-element ntlarlc. Roodcmly freezes iremy. lErigirf 

Damsel, MAG 350) 

50 


Effect B 

- 

- : 

1000 

H: 528,568,569 5:542 

H: SGOl-02,5G13-04 

P: 5013^2,5015 02 

Fr^r S»n 

Jewel thfll administers an ke^elemenl ortlack, Roedonnly freezes efiemy. ISiingle target, FrigNi 
Damsel, MAG 350) 

20 

3 

Effect A 

- 

ISDD 

750 

Sh[)p:C3-fS 

Shop 

Tindure 

Eemdy created by o revered ddy. Restores all HP to neeiby oBi«. 


5 

EfledC 

— i 


10000 

f^561 5:551 

H: 5019 07 P: 5017^12 

(jiiArd Podkifi 

Potable ibot beightons the senses, irHneosifig the target's ft DM and RST. EM) 

20 

4 

Effect A 

3 

1 

50 

H: 530 5:506.510,515, 
541,563 

H:5GO2-02.5&O6-O4 

P: 5007-01,5GI)8-03 

Hdy ami 

Aiptws lydi sonetiitod by proyer. taros curses. 

IT’ 

4 

Effect A 

— ' 

150 ' 

75 

Shop: mb 

5liep 

floiiflyMiclib 

Oew 

Distillolion of the moislure that drips from elednint blooms at down. Cures Poison. 

10 

4 

Effect A 

- 

150 

75 

Shop: CH6 

5bep 

In Talisman 

Frast-melting omulel that increases resistonn to ice for all allies in range. (20^) 

40 

A 

Effect D 

3 

- 

750 

H:S44 

H:5G1 (Mil SGI 4-02 

P: S017-OT, 5001-02 

lnW«il 

Frost-baling trinket tbal increases the I□rl]e1''s resislonce to ke. [20'^) 

IT 

4 

Efied A 

3 

700 

350 

5hnp:C4-C6P:5l6 

Shop 

Ughlning 

Telsnofi 

1 Storm-guellini amulet ibot increases resislaiHe la ligblnirg for ail rdlies in range. (20%] ! 

' 1 

40 

4 

Effect D 

3 

- 

750 

H:545 P;559 

H: 5014-01, SGI6-03, 
5016.05,5005-09 

liglilning Wiinl 

Storm-ivwling trinket rbal increases the target's resistance to ligbtnkig. (20%) 

IT 

4 

Effect A 

3 

700 

350 

5lMp:C4C6P;S13,559 

5hap 

Mighl 

f otnbk that erases dl fMrs omd InlliiiDiis, ifitreffitog the toigielf's ATX, ^ 

20 

4 

Effect A 

3 

! — 

50 ' 

P:S155:5fl5 

H: 5004-02 P:5G03-Q1 

Nedar Fo^tspn 

Potable tbol bolsters Bnmurity. renikiing all nllies in range invirlneroble to odments. 

20 

4 

Effect D 

3 

- 

50 

11:520 5:527,548, 

555, 563 

H:5GC2-03 P:5&02.01 

Nobb Biiiii 

Piicificotory ogsnl that tines al oilimenls of the Irving, and restores 99% of max. HP. 

70 

4 

Effect A 

- 

~ 

5000 

H; 574 P: 566 5; 533. 
533,549 

H; 5013-03,5019-06 

P:5G174)5, SGI 1-06 

PeofI GfiHE 

Herb ndorned with milliv, opokscenl cktres. Cures paralysis. 

~ 

4 

Effect A 

— 

150 

75 

Shop: :m 

5bop 

Poiscn Cryslul 

Precious stone unleashing a ranged eartb-element attack. Randomly poisons enemy. 

50 

3 

Effect B 

- 

- 

1000 

5:550558 

H: 5000-03,5002-04 

P: SGOl-OI, 5015 05 

Poiun G«tin 

Jewet Ibal odminlEtors on eartbelement attack. Randomly poeons enemy. (Single largel, 

PgisdCL Blow, MAG 350) 

20 

3 

Effect A ! 

- 

1500 

750 

5hnp:{2-(6 

5bap 

Prime Elixir 

Purilktitory agenl that cares ell ailments of the Eving, and restores 50% of max. ttP 

50 

4 

Effect A 

- 

5000 

2500 

P:542S:SW,513,517, 
520,526 

Shop 

Smred Crysfol 

Ptecioos stone unleosbmg a ranged baly-demeni aKnck. Ranrkmiy stuns enemy, [hatred 

irnhmm] 

50 

3 

Effect B 

- 

- 

1250 

5:518.522,532,5S6, 
560, 565 

H:SG04-D3 SGI 54)7 
P:SG17-DI,5G014I8 

Surd Gem : 

Jewel ihot artmmisters a boly-elemeni ntlock. Randomly stims enenry. (Singile tnrgel, Sacred 
Jav«i»,MAG350) 

20 

3 

Effed A 

- 

IS00 

900 

Shop: m6 

Shnp 

Sage's i^rfaniHn 

Elixir lomeived by a snse elder. Reslnres all UP to one aBy. 

~ir 

4 

Effect A 

— 

— 

1000 

5:533,538 

H:5G1B454 P:5G17-0I 

Shadow Crystd 

PredtHis stone unleashing a rortgcd dark-elemeiil attack. Randomly silences enemy. (Dark 
Scrvtor,MAG350) 

50 

3 

Effect B 

- 

- 

1250 j 

P: 562 5; 518.527,563 

H: 5012433 P:5&19-D1, 
5005-02,5008-03 

SliQrktw &eFii 

Jiewel tbot odmintslers n dork-elemenr attack. Rondondy silences ertenty. (Sirtgle Target, [krk 
5ovior.MAG35D] 

2D 

3 

Effect A 


]fl0D 

900 

Sbop: 

Shop 

Spel Polioi 

IPalable thnl soothes Ifie soul and mind, incnasliQ tk tergefs MAG. (20%) 

IT 

4 

Effect A 

i3 

— 

50 

H:52O5;50S 

H:5&tD-D2 P: 5012-03 

Spirit Tinclmre 

Rsmedy blended fay the elemenlnl farces ibemseNes. Restores 3000 HP to nearby allies. 

70 

5 

Effect C 

— 

10000 

5000 

H:5475:549 

Shop 

SKwm Gryslol 

PreciDus slnne imleosbHig a ranged jightning-alament rsttoci. Randomly paralyzes enemy. 
EUgbtniog Bob, MAG 350) 

50 

3 

EffedB 

- 

- 

1000 

H: 532 7:5605:525 

P: 5006-01,5036-02. 
5G02-O3,S&17.O3 

Storm Gem 

Jewel that odministors a lighming-elemein ottock. Rwdomfy porafyies enemy. (Skiglie target, 
Lightning Bob, MAG 3^] 

20 

3 

EffedA 

- 

1500 

75Q 

Sbep: C4-C6 

Shop 

IlitwIMiifer 

Melted snow run down the mauntomside. Cures fieealiig. 

JL 

4 

ElfedA 

_ 

150 

75 

Shep: m6 

Shop 

Etniofi HLune 

Catalyst ol ivine miracles that restores the fallen to lighting comStion. 

30 

4 

Effect A 

- 

1200 

600 

Shop: PC6H: 571 

P:50l 5:505 

ShapH: 5001-OB 

P;5G01-01,5004-01 

Warrior's 

Anconum 

Qixit passed among Ughting men. Restares 300 HP to one ally. 

20 

4 

Effect A 

- 

200 

100 

i 

5hflp‘P-C6 

Shop P: 5001-01 

Wrtdt's Arrorum 

Hixir cottcodiH) by □ coveo. Restarts 3000 HP to one ally. 

SD 

4 

Effect A 

— 

1200 

600 

'shflp:C4-C6 ! 

Shop H: 5012-02 
















































^TARAMETER MENU ITEMS 


iTiiH NAME 

DESCRIPTIOM 

FUNCTION 

SELL 

MAIN SCENARIO ACQUISITION 

SERAPIIK GATE ACQUISITION 

Ambrcsis 

Sostenawe of ibe gods tfiot bim wilh vilolity, causing rw*. HP to 
mnnffib ovEf by lOiO points. FropeftY ol Oitin. 

h-HH) Hf for one ally. 

50 

S: S04, m, SU, S22.527. S50, SSO, SiS, 

iftSGOL.03,SGO7^}4. SGI 34)4, SG094)6 

Experfs i 

Ei^iierwiue 

Erc{ip$tjlDleiiwisikin of ttie an^nhtfiol bfoodifis oni's oxiienBrco by 
^,6^ points. 

+30,000 ESP fw ORB dHy. 

SO 

ft 513 5:513. SI 7.520,532,537,542,550,5S2, 
55i55fi,SS0,562,544,5^7 

H: SGI 9^01 P: SGI 6-01, SC) 9-02,5G07-03,5G16-03, 

5G19 03,5605 H 5036^04.5019-04, S0(l7.05,501005, 
SGI 4-05,5015-05, SGI 9-05, SGOS-Ot, SG074)6, SGI J-Ofi, 
SG05-0S, SGI 3-09, SGI 9-09, SGI 5-10, SGI M O 


gifi of a golder gioosOj holfliing □ ronjdam incrHis^ aI one to raiie 
points fof all iraiis. 

+T-9A1KMACHJTAVD RDM R&T 

M 

15:505, 509,527,553,557,565 

P: 5G17-02, SGI 1-03, SGI Z-04, SGI 1-05, SG13-06 




a^ALUABLES 


For logical organization, this list i$ sorted according to the order they appear in the Valuables menu. 


ITEM NAME 

[yESCRiniON 

ACQUISITION METHOD 

Tli« DestHiy Plmnit 

Feutfier wongbl fotol by tbe covenant with Lody fiel, pronhif^ reMie^ open Tbe Vahcyrie wben ttaRied bbdc with sir. 

! Obtained via story events in SGI. 

Moiiraing Sword 

Kieptake wKlded hy Wyllred's. entwbile father, Hiyodor. 

' Possessed from the start. 

to Lnogcify 

Summon; MugrefB Roienboorg ho; od<he^;«il to Trinto bngriy, cdling for pence. 

Obtnimd via story events In Cboplv 5 Kaufe A. 

Mcsivie to Rr^toff 

Summofi; Margrave Roiefibourg has addressed to Prwice Kristoff, cofllag for peace. 

Obtoined via story events In Chapter 5 Gou^ A. 

Qiain of iho ilveiig«r 

LmiIc; af o letber bound to Hiflbeffn, whence Lady Hel manipoiote; her powK. Tofieit of vanqui^lilni Wyflred'; thoikw. 

Deleot Renbnstalker Wylfrod; 509,512,516,517 

Cbair flf ibt Offping 

Lmb af o tether boimd to Hjnheim, whence Lody Mel [iionlpidiita& her pawns, lolceii af vaniiufibing Ancef; ;h(idow. 

Defeat Reoknstnlker Ancel: 5fl9,513,517,554 

Cbair of iIib Fcob 

LinEs afo tether bound ta Hiflieiai, whence Lady ftel maniputote; her pctwiifi. Tolcen qf vonqvbfitfig (beripho's shadow. 

Oefeot Reahnstolker Oteriphn: 527 

Diaifi of iIk Protecilor 

Ltnb of a tether bound ta ftifibeim, whence Lady fiel manipulffrei her pownt. Taken of uarM|ubhirg Lockmll''; shadow. 

Defeat Reolmstolker Loekswelf; 526,527,529 

Cbpici of llto EMi0il 

links of a tether bound to Nrflbeim, whence Iridy Hel nomipulaiies her pmmB. Taken of vomijuBhiflg flarius'jsbodaw. 

Defeat Realmslnlker Darias: 567 

duifli of ibe Omery 

Uidu of D leftb^ bound to HiUhein, wh^ce bdy Kel manipulates ber pawns. Token of vanqahbing Gwerdol's shadow. 

ftefeot Eeolmstalkcr Gwendal: 534,551 

Cham of Ibe Virtooijs 

Uidt; af 0 teftber bound to MHflheem. whence Lody Mef nranfpdotes bor powws. Token of vanqubhiig brnesrs shadow. 

ENfenl Reubnstalker Earnest: 547,552 

Oiom pf Jbi EebfIliiNis 

Iffllfs af 0 lillief baoml to HiRheim, whence Lody Mel manipulotes her powis, Tolten of Monguisbing ffotalip's shadow. 

Defeat Reaknstalker Motalw: 540,556 

diaiti of ibo Intutont 

Links of o letber bound to Hlflhein!, whence Lndy Mel manipulates her ptmas. Toitetii of vunqueshiing Mirtilfe's tbodow. 

Defem Reahnstalker MireiHe: 54), 557 

Chair of <ho Apotbolk 

iJolt; of 0 tether bound to HifTheim, whence Lody Mel manipuintes her powm. Token of vangubbing Misthko's shadow. 

Defeat Reabnstalkor Misihke; 542,56D 

CS«n of the Soierwi 

linb of 0 tether fHiund to Hiffbewn, whetHO bdy Dei ETwtiiKikte her [mmiis. Taken of irarHiitiliMig HiHjgoe's shodow. 

Defeat ReaSmShilker HeupK 521,552 

CltDin of tbe Pei^nt 

links of □ taitkr bound to NiTIheim, wbeiKe Lady ftd ounipnlEiles her powns. taken ol vanquishing DirWAit's shadow, 

Defeat Reolmstalker Dawnn: 537,564 

Cbdn of tbo Pioui 

Unkj of 0 tetki hound to Hiih^, wbe;nce lody Del mrmiipirlales her powm. Token of vonqobhir^ Roseo's shodow. 

Defeat Redatstaiker Rosco; 537, S5D 

Cltain of tbe Depdved 

links of 0 telber hound lu HiRheitn. whence Lady Mel nuniiidales her pawns.. Token of vanquisbiitg Lieselotte's shndow. 

Defeat Redmstolker Lieselotte: 565,563 

dioiit of tbe Swont 

Uidcs of n tetber bauitd to Hifllieiin, whence Lady Mef monipulotes her pwm Token of unnguisliing Libia's shadow. 

Defeat Redlmstalker fbbia: 566,569 

Citam Off the lonnoinlHi 

Uniksof Q tediar bound to HiJilheixn, whence Lody Hel numipuiotes her pawns. Token of vaogiiidiingValtniir's shadow. 

Defeat Rfiolmstallcer Vokiur': 549,553 

Clniiin af the Roimrak 

Links of o tether bocmd to Ntflheim, whence lady Hef manipiikles her pvims. Token of vnnpidiiiig Phiona's shadow. 

Defeat Ke 0 lr!HtDlker Phiona: 522,553 

Chinn af the Steadfo^ 

Links of o tether hound to Ntflheim. whence Lady Hel manqwliofH her pffints. Taken of vgnquisl&ng Teinhildo's shadow, 

Oefeat Realmstolker Eeinhilde: 52D, 55G, S62 

Choin of the lerevoiefil 

Links of Q tether hound to Nrfibeini, whence Lady Hef cnaiupololos her pawns. Token of vonjubhing Aufusle's shodciw. 

Defeat Realmstalker Auguste; 521,559,561 

Clnpn of tbe Covetoift 

Links of a tether bound to llrflheim, whence lady Hel manplate; her pawns. Token of vanquishing ftiuxnel''s shadow. 

Defeat GealmstoDer Faoxnel: 532, S69 

Ibe Hitt Eevelotwn 

la conquer this dungeon b no smuR fecir. but yau'll find only dbappomlniont if you seek u Irem/ 

Dear all Seraphic Gate twrs one time. 

The Second Revelotiofi 

^Again, 1 Tepeol, no Iroot hes hi stare, has not the story yielded the sword of yore?'' 

Clear ol Seraphic Gate tiers two imes. 

The Third RevElation 

"Of room, it is of the Angel Skiyar 1 speak, Ihnogh the one Mel offers does appenr a tad weok.‘^ 

Cine ol Sutopbic Gate Itan three limes. 

The Fourth Eevelotuii 

‘'Unnelli b fooking quito hard to resist, more than 1 con say for hof sister Hrist." 

Clear ol 5erophic Gate tiers four limes. 

The Fifth Revetalion ^ 

"Gy your valkyrie hunting 1 ont truly ioqire^, but perhaps you'd piaifer o Dmgon to Guest?" 

Clom oH 5eraphic Gate iters five timeSr 

fbe Sixth Reyelatloo 

"Mind your G's ond Q's and don't 

dihydally, oniii perHops you may find c Tanto^ Tindle." 

Deor all Seraphic Gate tiers six ime;. 

The Seventh Revelaliui 

"Poor Lennetb, 1 mti afraid ytull hove to wait, youf beloved iKcromancer Hyet unborn at tbis dote." 

Clear oh Seraphic Gale liors seven limes. 

Tk Ttgblh kvelation 

"Avert your eyes, and bold your breath, lor 1 am iwni other tlHn..,nene other than.." 

Dear ah Seriqihh Gols Mors eidil tries. 

The Kinth Tevelotini 

"5ilent nre swils not amid birth end cbodh. bur nnthifig con quiet the great bzo... Why wan'^t you let me soy it?" 

Clear oil Spiuphic Gate Mers nine times. 

The Tenth RevelnlriR 

"CongroluloliDns end a priie for ihi^ your tenth irnt sllH 1 most ask: Was il all woribwhfler 

Clear ol Seraphic Gate tiers ten liimes. 
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ENEMYDAim 

* - t " ■* ' Tr = 


This section contains data for every enemy encountered in both the main scenario and Seraphic Gate mode, presented in alphabetical order. Here 
youll find the strengths and \veal<nesses of every foe, os determined by the following criteria: 


KEY TO ENEMY TABLES 


D Class: The cbs of the creature. Determines 
movement and attack patterns. Classes are detoiled in 

Chapter One: Tactics 


D Move Type: Einemies capable of flyinc; 
can move over chosms, vraier, or change level without 
restriction. Walking enemies are restricted by terrain 
and terrain barriers. 


B Move Distance: The oijmber of spaces 
ihe enemy con move per turn, in eny dicecfion. 


D Attack Range: The number of spaces in 

distance at which the enEiny can attack its target. 

D #Attacks: The number of times the enemy 
gets to strike, per crttock or retaiialkm. 



B Guard Stop: The percentage chance of 
Ihe enemy's attack penalroling □ character's guard. 
The higher the number, the harder it is to prevent ifnis 
enemy from damaging the character. 


B Resist Death: When the enemy is 
attacked with a weaporr or spell that promotes instant 
death, this percenloge is subtroctod from the attacker's 
chonce to inflict instant death. 


B Evasion Power: A letter grode 
representing Ihe enemy's general evasiveness during 
an attack. The grades correspond to S being extremely 
evnsive, A being very evasive, and so forlh, down to 
E beir>g not very evosive. 

D Bask Guard; The percentage chance of 
the enemy guarding against fcompletety defl^ling) 
an attack. 


Resist Faze: The enemy's basic chance 
lo resist being knocked down in combat. If an enemy 
is successfully lifted off its feet and dropped, they wilJ 
always he knocked flat. If the attacker strdces from the 
side, the chance is f 30% of faiing (-30% to the enemy's 
resistance}. If the attacker strikes from behird, the 
charne es- 1 - 100 %. 


B Attatk Element: Additional elemental 
dnmciige that the enemy tan inflict with its ottncb, 
with the number shown being the percentage of the 
hose damage added to the total. The character can 
reduce this damage by equipping nmictr with identical 
elemental defense. 


B Defense Element: The enemy's 
ability ta reduce elemental types of dnmo^ shewn in 
percentage value. The number shown is a percentage 
value try whkh damage sustained is reduced. 


^9 Weak v$. Element: Elemental 
attributes that the enemy suffers greater damage fram, 
with the number being the percenloge value that tho 
enemy suffers in adtditkin to the base damage. 

ED Appearance: A list of stoges where 
the enemy appears, along with their hill poromoters. 
Singes listed with a singb '1,' os in '574,* ropresenl 
stages of the main scenario. Stages listed with "'SG'' 
represent stages and lops within Seraphic Gule mode. 
Thus ‘'S601 or refers to the first stage of Serophic 
Goto in the first lop 

B Status Condttian Resistance: 

The numbers below Ihe stulus conditiorr icons 
represent the enemy's bcrse percentage chance to 
rosst impairments, with higher numbers indicating 
greoler resistance. An T indlcareis imp«rviausn«ss 
to the condition. 






APPEARANCE LV HP ATK 


APPEARANCE 


LV HP ATK MAG HIT AVD RDM SST BASE EXP OTH 




OTH 


HIT AVD RDM RST BASI EXP 


APPEARANCE IV HP ATK MAO HIT AVD RDM m BAIEEXP 


OTH 


ACCEPTING BLOOD 
DONORS 




Gescr C&oib 


[ 13t73 I 1&90 1 1322 j 19^^ [ 1333 | W7 \ 


SG04D5,SG13D5 

55^ 


tL 




lAttoclii T 


Rejisr Demh 0 


J17M J2|JD4|66 L3M0|31M 








Delfettse Elemenl 


3 _I Coord Shp 

Resj^ Faze 


Week vs. Effimerit 


Vampire 


Attmk Rouge 1-^ 


Emit (riiard 


MovcType- 


Dfiif me Elemerl 






AtiQii: 

j^Attacks 


Move DfllrttHe 


Moive Distonoe 


Altock Elemefi) 


None 


&uqrdSfep 


Resist his 


Resist Denlh 


Lat^oer 


Ewsioii Power 


Evoskin Power 


Gosk GiHird 


GuwJ Step 


Roast foEO 


Attack Eknwpt 
DoFeose EFemoPt 
Weak vs. Eletmeftl 


Woak V5, [knvent 






























































































Ddbi 

Swofdii™ 

Evctikfi Power 

E 

1 Attuirlt BsntenI ! 

He* 

UiTve^c 

Wclk 

&tMir4 

2% 

1 Oelense Ekntei!^ ^ 

Hm 

Move 0i;r«f]c« 

4 

SiHvdSlvp 

m 

1 Wflak Vi. Eltnitnl ! 

H(mi« 

Raii« 

1 

S.KHf fflie 

0 

: 

#iiOMks 

2 

Resist Ph1Ii 

0 

APPEARANCE 

IV HP 

ATK MAG 

HIT AVD 

RDM RST E 

ASf EXP OTH 

fSI3 1 10 1 1B50 

20? I 10? 

142 10? 

100 1 ?5 [ ?550 1 ??O0 1 



Oosi 

Aidier 

Evkmh PflWEs 

0 

1 Allack Ekifieirt 

Hofie 

MovsTyiw 

m 

Baik (kflrd 

i% 

1 Define Elemeet 

«10 

MflV& Diilnnce 

3 

$inf d St0|] 

15!& 

1 Weak vs. Qefnenl 

^10 

Attack Eanfle 

?-4 

Resist Fgm 

0 


i^Attaclu 

3 

Resist Oeolh 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST B 

ASE EXP OTH 

f S36, SJB, S41, MS [ 25 | 3300 | 4U | 137 | 


145 Bi 4500 1 2000 | 


doss 

Swordswcmor 

Evctsioii Power 

E 

1 Attack Beimrl 

Hole 

MaveTyim 

Wdk 

Bosic GiHfd 

i% 

1 Oelense Eknieist | 

Hone 

Move Dstfliicg 

4 

QuvdStof! 

m 

1 Weak vs. Elemefil ; 

Hue 

AttHk tonii 

1 

Reset l={Ke 

0 


#All«k£ 

2 

Resist DeiHli 

0 

APPEARANCE 

LV HP 

ATX MAG 

HIT AVD 

RDM RSI 

ASE EXP OIH 

527,5G034J2 25 27130 

N1^3T 


30^1^ 

wj^Umn 



ADEPT MERCENARY 
ARCHERES5 


!(St Si • 


0 (J O D Tim40 


Ckss 

AfJierisi 

Evoaferi Pew&r 

0 

Attodi Elemeirt 

Hofie 

ttovolype 

m 

Ba^ Guard 

Sit 

Defense Elemeirt 

^10 

Move Distance 

3 

Guard Stfifi 

15% 

Weak vs. ElefitBiit 

@10 

Attack ElBiae 

?-4 

Resist Foie 

0 

■ 


^Attacks 

3 

Resist Deoih 

0 


AW RDM RST tASEEXP OTH 





APPEARAMCE EV HP ATK MAG HU AVD RDM RSI lASEEXP OTK ■aPPEARAME LV RP ATX MAG HIT AVD RDM RST BASEiXP OTH 


I 20 I im I 350 I 68 m I u \ IBS [ 50 J m I 3300 



« ADEPT CRELL LANCER 


'XtSiX;‘:9A 


Chss 

Lancer 

Evusian Pawier 

E 

1 Attadc Elemeit 

None 

MovelVps 

mv 

Bask Gaard 

3% 

1 Defense Element 

<>10 

lAove Qistence 

3 

Guard S^op 

?0% 

1 Weak vs. Elsnefil 

i•^5 

Attack Raeip 

12 

Resist hiie 

0 


#Attflcb _ 

2 

Resist Death 

m 

APPEARANCE 

tv HP 

AIK MAG 

HIT AVD 

RDM RST B 

ASE EXP OTH 

1 SSI, 545,557 32 5340 

550 172 ?74 13B | 

241 1 201 5000 2900 | 



APPEARANCE LV HP AIR MAG HIT AVG RDM RST BASE EXP OTH 




[ 3a I 5740 1 160 I 


TO 


M I US I m I zoo I 66 jtJ 


SI3,SI7 


T 


U \ 1300 i MO I S2 


^Wadept mercenary 

A lt's SORCERER 


Class 

Mnerer 

Evasiait Perwer 

E 

Wave Type 

Walk 

Ousit Guard 

3% 

Mave OtslDiHe 

3 

Guard Slap 

0 

Attinh Range 

13 

Resist Fail 

0 

^Attacks 

1 

Resist Cteatli 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

5S5/5SS. 563,555, 


954 

1 1 1 


n M38 I ^5 r 1100 


ASiX:'9‘ 


^QjoN 1 0 lialsol 

AOdfk £l&mefi9 Nane 


1 ftOflfk tl&mail None _ 

I [kfciwe Baineni dRlO __ 

Weak ys, Ekmcrat 3& 10 

301 51? im 3200 


ADEPT MERCENARY 

SORCERESS ^t^*'*"’'***'’'**"^*^ 


so 9500 

#TO 


Class 

Serreress 

Evasion Power 

E 

1 Attack llemeat 

None 

MaveTifpe 

Walk 

Busk ‘Guard 

1% 

1 Defense Semeri 

^10 

Mave OistuKe 

3 

Guard Stop 

0 

Iweek 

vs. Eiement 

3&I0 

Attack Range 

13 

Resist Faze 

0 

■ 



#AtlD[ks 

1 

Resist OecHi 

0 

■ 



APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 


RST 

ASE EXP OTH 

ivvinM 




115 






C/V3 


(Toss 

Swurdswaman 

Evosien Pomer 

E 

1 Attack Ekment 

Hone 

Muve Type 

Wa(k 

Boyr Oaard 

5% 

1 Oifenss Element 

OlD 

Move Di^shaniie 

4 

Guard 5itp 

10% 

1 Weak vs. Element 

• 2S 

Attack 

1 

Resist Fuie 

0 


(tAltacks 

i2_: 

HesKi theolti 

i«_ 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 

lASE EXP OTH 

1551.54 5.557,558 33 | im 


257 1 177 

272 B7 1 4100 3500 | 


Class 

Swordiman 

Ewsion Power 

E 

1 Atbck Element 

Nare 

Wove Type 

Walk 

Bosk Guard 

5% 

1 Defense Eleuient 

®10 

Meve Distance 

4 

Guard 5tap 

m 

1 Weak vs. Denenl 

13&10 

Attack Rouge | 

1 

Resist Fare 

D 


^Attacks 

2 

Resisl Deotfi 



APPEARANCE LV HP ATK MAG HIT AVD RDM RST lASEEXP OTH 



3400 




4A2 


142 


HO 44B 


Uh 


flJOO 


2100 

m 


eJXJ 











































































































































































CnWfltStBp 


Ewsioif Fewer 


&ftfe[is€ tlHniBfll 




ADEPT VILLNOREAN 
LANCER 


ADEPT VILLNOREAN 
SORCERER 


Dust 

SwwikwiQman 

Evasion Power 

1 

MDve1yp« 

Wi 

Epsir (kiprd 

5Si 

Move Disrcnce 

4 

£ucird Snip 

lost 

Aitqfk Roup 

1 

Reftsl Foie 

0 

rAlfocks 

2 

E«isl DhiIH 

0 

AmAkma 

LV HP 

ATK MA0 

m AVD 



;i7 1 177 



'ADEPT MERCENARY 


WARRIOR 



AESIR ANNIHILATOR ^ 

«XftrX.T<9X 

□□QDDQD 




CIks 

Loocer 

ivowwi Power 

E 

1 Attank Hentenl 

Hmw 

Movelyp 

Wpik 

Ipsic $iiarif 

n 

1 Defense EknKnr 

#10 

Move Dctfflite 

i 

Guard Stop 


1 Wflok n. Element 

4 10 

MRonp 

1-2 

: Rojfii fo'ie 

0 

1 


#J^[irfcs 

2 

Resisl Oeotii 

1D% 

APPEAR AHCi 

LV HP 

ATK MAG 

HIT AVD 


RST 

ASEEXP OTH 

S53;S5iSG05.£12 | 32 53Elfl 

17? 

276 130 

2U 161 1 6350 1 S7S0 


MovoType 

iL 

Bofri Guard 


Move Eltstaace 

4 

Ikiprij Slop 

m 

Anodt loop 

2-3 

Resist Faie 

a 


Movely^ 

Walk 

Basic Guard 


Move Dfstoflce 

3 

GimrdlStop 

m% 

Alttrck Rjnp 

1 

Resist Faifl 

0 


2 

Rpsisr Death 



Class ■ 

Sorter ess 

Evasion Power 

£ 

1 Altotk Element 

OlO 

Move Type 


BoUt Guard 

5^ 

1 Defense Element 

025 

Move ChslaiHe 

3 

Guard Slop 

0 

1 Weult vs. BenKni 

#25 

Atlodt Isflp- 

13 

Resist Faze 

0 




^Attndis 

1 

Resist Death 

0 


APPIARAHCI 

LV 

HP 

ATK 

MAG 

HIT 

AVD 


RST 

BASE EXP 

OTH 

SGOlOiSSllH 

5G15-04,SS16-04 

4i 

7232 

U35 

131)5 

1395 

1107 

I24B 

1042 

3tMM 

BOO 

$Gll-D5,Sei3-Q5, 

SG15-05,SGlS-05 

57 

12345 

1495 

1462 

1823 

1448 

1326 

3150 

3500 

BOO 

5G11-06, SGI 3-06, 

SGI 5-06, SGI 7-06, 
SGlB-06 

64 

1736B 

12D2 , 

1175 

1396 

1108 

13B2 

1752 

4000 

800 

SGI 1-07, SGI 5-07, 

SGI 7-07 

71 

34435 

1736 ■ 

2017 

1614 

1439 

1402 

2056 

4300 

800 

S&n-08. SGim 

SGI 5-Oa, SGI 7-08, 
SGIB-OS 

76 

31102 

3105 

3855 

3480 

2B30 

2384 

2321 

4500 

800 

SG01-D9,SG11-09, 

5013-09,5015-09, 

S&17-09 

78 

34370 

54i5 

5731 

6165 

5023 

4029 

4123 

4500 

800 

SGI MO, 5013-10, 
SG15.10,S017-tO 

B9 

5^ 

514B 

8379 

5650 

4639 

3726 

3SI7 

4500 

800 


doss 

LmKef 

Evasiofl Power 

E 

1 Attack Elentenl 

HaiK 

MoveTypt 

Walk 

ftusic Guard 

3% 

1 Delease Elemenl 

a&10<rl0 

Move Distofice 

3 

Guard Sla|s 

10% 

1 Weak vs. Element ^ 

Rena 

Attack Rofip 

1-2 

ftesisi Fne 

0 



#Altucks 

3 

Reskl Oeotli 

0 

APPEARAiKi 

LV 

HP 

Am 

MAG 

HIT 

AVD 

RDM 

RST 

BASE EXP 

OTH 

50164)4 

53 

1201ft 

1773 

1071 

1599 ' 

1169 

1548 

H94 

5000 ' 

800 

501^06, SC16'06 

65 

22652 

22ft4 

1350 

2238 

1356 

3054 

1987 

4500 

BOO 

5013-07 

70 

26908 

3306 

1392 

2079 

15*0 

1742 

1632 

4000 : 

800 

5G13^B, 5G16-OB, 

mm 

76 

36736 

4392 

3388 

^68 

2060 

3176 

1965 

4000 

800 

5G13-09, SG06-09 

63 

54502 

8565 

4765 

7350 

4079 

5947 

3108 i 

5000 1 

300 


90 

76686 

8834 

4095 

6^ 

34ft4 

4950 

2726 

350^ 

800 


(loss 

Archerea 

Evasien Fewer 

E 

1 Attack BefiMfii 

Hone 

Move Type 

Walk 

Bosk Guard 

5% 

1 OuFeose Buinert 

^loOio 

Move Drsience 

3 

Guard Slap 

10% 

1 Weak vs. Element 

None 

JUtDck Ra«e 

24 

Resist Faie 

0 


fAlladcs 


Resist [teallii 

0 

appearance 

LV 

HP 

Am 

MAG 

HIT 

AVD 

RDM 

RST 

RASE EXP 

OTH 

SG13-04, SGI 7-04 

51 

9739 

1478 

1041 

1551 

1245 

1980 

1650 

: 5000 

720 

SGO2-05, SGI 3-05, 

SGI 7-05 

56 

12426 

1531 

1082 

1683 

1513 1 

1560 

1690 

4500 

720 

SG10^)6, SGI 1-06, 

SGI 6-06 

64 

18355 

1415 

1357 

1654 

1326 

1690 

1972 

4200 

720 

SO 10-07,5G11-07, 

SGI 7^)7 

70 

24594 

3936 

1509 

2249 

2006 

1314 

1615 

3500 

730 

SGIO'OB, 5G11-0B. 

S013-06,5G 15^8, 
:SGl*OB,SGlft>08 

75 

31886 

4063 

3348 

3107 1 

2026 

3696 

2335 

4200 i 

! 

720 

SGlO-09, SGI 1-09, 

SGI 6^)9, SGI 7-09, 

SGI 8-09 

1 

B1 

42057 

7140 

4633 

7122 

3965 

4388 

3679 

5500 

720 

SG1M0,SG16-10 

66 

S9173 

8159 

4483 i 

7394 1 

3819 

4386 

3807 

4000 1 

720^ 















































































































































































Odss 

Swondsinm 

Evaskm Power 

E 

1 Amck EkmofiF 

Hune 

Move Type 

Walk 

Dcsit Guard 

S% 

1 OeTeuse 

^loOio 

Move OlstMf & 

4 

Guard 54op 

m 

1 Weak vs. Eleitteo] 

Hone 

iliKiKkRanie 

1 

Reusl^c 

D 


^Atlacki 

3 

Re^ Oeoitti 

0 

APPEARANCE 

LV 

HP 

ATK 

MAG 

HIT 

AVD 

wm 

RST 

BASE EAP 

OTH 

S&l 3^4, SGI 7-04 

50 ! 

10430 

1515 

1011 

: 1563 

1011 

1900 

1602 

4000 

600 

5G82-05 

55 

13308 

1577 

1051 

1896 

1725 

1745 

1535 

4DDD 

600 

SG17-^6 

67 1 

23897 

1638 

1093 - 

1876 

1714 

1728 

1828 

4800 

600 

SG13-07.S&17-07 

73 

32014 

2198 

1466 

2267 

3986 

1340 

1549 

4500 

600 

5G15-00,5G18.88 

76 1 

37058 

4666 

2388 i 

3340 

2388 

2849 

2375 

3800 

690 

SG16^9, SGI 7-09, 
SG18.09 

84 

54745 

8693 

4836 

6765 

4836 

5397 

3850 

5000 

690 

SG15^IQ,SG1M8. 


73361 

8031 

4336 ' 

5892 

4712 

5029 

3355 

4000 . 

600 


AILYTH 


7C7 




tliRS 

Meend of fig! 

Evm»ii Power 

F 


Altock Ekneni 1 

Hium 

Move Type 

WMk 

ie^ic Guord 



Defense [|?TOnrt | 

#50 

Move [feiiiini 

4 

Guard Stop 

0 


WfEiik vs. Etoment 1 

030 

ARiukliiaige 

1-2 

Resfll Boa? 

t 



*KM)a 

3‘ 

ReUsl Dentil 

t 



APPEAiAHa 

LV 

HP 

ATK 

MAD 

HIT 

AVD 


RDM 


RST 

1 

tASE EXP 

OTH 

5G0901 

16 

695 

190 : 

92 

153 

; 72 

302 

291 

3000 

3000 

5GQ9.07 

35 

8943 

730 . 

743 

775 

633 

656 : 

656 

> 2900 

14009 

SG09-03 

45 

14552 

1411 

1433 

1488 

! 1246 

585 

1455 

r8590 

2900 

SG09-O4 

51 

23040 

1615 

1983 

244S 

1959 

1521 

1650 

15000 

BOO 

W-05 

58 

25914 


7284 

4825 

2911 

1 2190 ' 

1641 

35090 

m 

5509^16 

65 

36472 

1966 

2495 

3586 

2973 

2231 

2855 

28900 

990 

SG09Q7 

71 ^ 

48970 

20S8 

2849 ' 

3876 

3266 

2536 

2909 

22000 

800 

509-908 

77 

82741 

4799 

4184 

5173 

3117 

3159 

2884 

20090 

890 

5009-09 

83 1 

243873 

6843 

5808 . 

7336 

4350 

4479 

4050 

20090 ; 

900 

Smmgimm 

90 

131730 

7134 

5887 

7594 

4157 

3575 

4154 


800 
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Closs 

Warrior 

Evasion PocNer 

E 

1 Attork flemeul 

None 

Move Type 

Walk 

Bosk Guard 

5% 

1 Defense Demeui 

None 

Move Dislartre 

3 

Guard SiDfr 

14% 

1 Weak vs. EFement 

None 

Attack Rnnpe 

1 

Resisl Faie 

24% 



#Atlacks 

3 

Resist Dealli 

54% 



APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 

ASE EXP OTH 




291 205 


■SShIi^mJ 



































































































































































MflK rfejima 


Rwisr Faa 




Def&ns& EfemeRt 


ELITE ARTOLIAN ARCHE RESS 


ELITE ARTOLIAN SORCERER 


ELDER BAT 


ELDER VAMPIRE 


Ckst 

Swcrdunafi 

Evasjoti Pumr 

0 

MeveTn* 

Wdk 

ftasic Guar!) 

2% 

.Mjqvc Dhlawe 

4 

G^flFitf Slop 

90^ 

Atiscfs Range 

1 

Rs^i£r Faze 

0 


3 

Resist Dealb 

0 

AmARAIKE 

IV HP 

ATK MA(S 

HIT AV0 




179 157 


tlDH 

Aitherest 

tvwitin Powet 

C 

1 ifcitiHk fleraet^ 

nufie 


Walk 

Idsh {kianl 

5?i 

1 DelenKfi Elefnenl 

Nene 

Mave DHlante 

3 

Gijflrd 5leti 

in 

| w«k K. Eknvenl 

None 

Atlodc Rohii 

24 

Resist Faie 

D 



^^Atlodts 

3 

Resist Defllh 

0 



APPEARANCE 

LV HP 

ATK MAG 

Hll AVD 

RDM fiST 

ASE Eip om 

Ibihmm 





mJi^ 


class 

B[it 

Evflsiwt Pwfflf 

D 

1 Attack Clemeni 

^10 

WavelVjM 

.fli 

Rosk Guard 

% 

1 [}« lense Seineiil 

#20 

Mav« DhiaiKe 

4 

Guard Slug 

m 


vs, Efcment 


AJiad Range 

1-2 

Risisi Faie 

Q 


^Attacks 

_ 

Iflsisi (kotlv ■ 

Q 




APPEARANCE 

LV HP 

AIK NIAG 

HIT AVD 

RDM 

RST 

ASE EXP OIH 

|SHS4yGgj2 




1^ 

^0^ 

SWITOJ 


Oes 

Swceress 

Evuston Power 

E 

1 Attack Dement 

None 

Wnvelrefl 

Walk 

Baste Guard 

TO!^ 

I DeCeeise Elemeitl 

070 

Wave Ois-tcnce 

1 ' 

GinrdStog 

0 

1 Weak ¥ 1 . tlemend 

j NrElie 

Attack Range 

1-3 

RbsisI Faie 

35% 



^iUlmks 

1 

teshl Deotli 

X 

APPEARANCE 

LV HP 

ATK MAG 

HfT AVD 

RDM 

RST 1 

AS! EIP OTH 

1SeiS 10 1 91 1 164016 


1 7350 f 5727 1 3712 1 5233 1 4600 1 440 | 


Class 

Sflueress 

Evasion! Plowef 

E 

1 APack Elemeat | 

None 

MeveTyge 

Wdk 

Odsk Gjord 

S% 

1 DeFllI^e Elemenr 

Hoae 

Move Distanoe 

3 

Guard Stog 

0 

|Weal 

: vs. Elwneiil ! 

Hone 

Attack Rdiijje 

1-3 

Rests! Fiezb 

0 

■ 



"Attflcks 

1 

ReshI fieotli 

0 

■ 



APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 


RST B 

ASE EIP OIH 



251 756 375 | 235 

mlm 


iSJhmJ 


^EINHERJAR WARRIOR 


^ (SERAPHIC GATE) 



Ottis 

WwTior 

Ivqmh ftwer 

E 

1 Altark Ekefnent 

Htvne 1 

Movelrae 

Walk 

leslt GiHfd 

5". 

1 DeFesrse Densertt 

#ioOio 1 

Move Octonce 

3 

GuvdStoe 

m 

1 Weak vs. Element 

Hhib I 

Atrack 

1 

ResGE iFaze 

0 


^Artodfs 


Resist Oetnh 

0 

APPEARANCE 

LV 

HP 

ATK 

MAG 

Hll 

AVD 

RDM 

RH 

BASE EIP 

OTH 

5G11-04 

50 

11978 

1905 

Tin 

1233 

9BI 

2280 

1)22 

3000 1 

480 

5G02.05.5G33^5, 
5GI7-05,SG19-0S 

55 

152B4 

1983 

1207 

1495 

1106 

1817 

1337 i 

4000 

480 

5Gim5GI7 0& 

64 

'nm 

2858 i 

1247 

3056 

1136 

"W] 

1778 

4000 

480 

5G10 07,SG13 07. 
5GtT4i1,SG194)7 

72 

' 350)9 

2325 

153g 

2382 

1510 

1812 ; 

1384 

4000 

480 

SG1041fl,SGim 

SGIOGO 

74 

3B607 

4460 

1684 

2604 

1684 

3064 

1905 

4000 

480 

50104)9 

ao 


aa^ 

326^ 

50^ 

3265 


29^ 

5^^ 

480 1 


553,554, 560,56].. 
562,567,568,569, 
5GO2-03, SG03.D3, 
SG05-D3 

37 

5800 : 

1 

251 


P 

382 

23^ 

292 

468 

i 

6200 

4000 


Class 

Vampire 

Evasion Fviver 

E 

Attmk Elemeni 

#10 

Movetyge 

Hy 

Basic Guard 

SS 

Defense lament 

#25 

Move Distance 

4 

Guiu [{54159 

10% 



Attack RaD^e 

1-2 1 

Res^ Faze 

0 


^Attacks 

2 

Resist Death 

i 


APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RSI B 

ASE EXP DTH 

536,541,546, ^ 

SG02.02 ^ 

600 782 

304 562 

220 1 365 , 5800 : 4000 


Class 

lancer 

Fvosion Power 

D 

1 Attack Eleoiem 

! Nane 

NtoveTjfp* 

W[it 

Basic Guard 

3% 

1 Defense Ekmeitt 

hone 

Move DistUEice 

3 

Guard Stog 

30% 

1 Weak vs. Elemenl 

Kane 

Attack Ronae 

12 

: Resisl Foie 

0 

■ 


^Attacks 

3 

ResHi Oeotli 

'm 

■ 




( Sorceress 

Evasion Power 1 

E 

Attack fientwl 

Horse 

Mavelvpfl 

Walk 

Bosic Guard 

10% 

Defense Elemem 

-O'70 

Mava Distance ^ 

3 

Guard Slog 

0 1 

Weafk vs. Befoeni 

#20 

Attack Riaw j 

13 

Resist Faie 

X 



[f'Attads 1 

1 

Resist Death 

90% 



APPEARANCE 

LV HP 

ATI MAG 

HIT AVD 

RDM 

RSf 

ASE EXP OTH 

I5G17 0S 1 57 [ 20487 

1 1)28 1 1732 

1 1067 [ 1072 j 1088 | 3600 | 5000 | 3080 1 



148 

























































































































































































ELITE ARTOLIAN WARRIOR 


1® ISi ' 


0 \2M 0 U 0 0 50 


Warriof 


Ivastof] 


Busk OyafiJ 


Ciiard Slop 


Fpie 


Ekafli 


m 


|S5I,S52,S59, 
S65,S^7, S6e, 5^9 


LV 

HP 

ATK 

MAG 





35 

6D0D : 

B59 

113 


m 


2m 


I Altcck flefRHil 

_ I [>gjie[ge EleinErt 

p 

16^^^ 749 


Noni 


None 





ELITE CRELL LANCER 


Q D 


0 50 


Goss 

iarcer 

EvoskiP Power 

& 

1 Attod Efenwnr 

Keae 

Move Tjfpe 

Walk 

Basic Ouard 

1% 

1 Oefeese Qemenr 

020 

Move Orstance 

3 

Gurtril Stop 

m 

1 Weak vs. Elemant 

• 20 

Attnik Bahpe 

U2 

ResHl Feifl 

D 



fAtlocks 

3 

Resisi Deirtti 

30% 



APPEARANCE 

IV 

HP ATI MAG 

HIT 

AVEI 

RDM RST 

ASE EXP OTH 


SG0M3 

m 




1 37 I ^loa I M 


207 2' 


m I 203 


32B 


221 I ?W0 




m 41IK1 

V.' 



ELITE MERCENARY 
SORCERESS 




3000 


Gass 

Softeress 

Evasion Pewer 

E 

1 Attack Eleoieot 

' Ntwe 

Movelypf 

Walk 1 

Sasic Giieid 

,5^ 

1 OeFense Eleoieot 

• 20 

Mave Distance 

3 

Gyard Stop 

0 

1 Weok vs. Elemeal 

^20 

Attack Roitge 

1-3 

RosHl Faze 

0 


^AHwks 

1 

Resis] Deotti 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 

BASE EXP OTH ' 

ISGI4 02 37 1 5000 

, 251 356 

252 1 235 

J2^^2^ 



;.w elite mercenary 

SWORDSMAN 




0 20 0 0 0 0 50 


(loss I 

SwardHTian 

Evasion Power 

D 

1 Attack Bemeiii 

None 

Move Type 

Walk 

Basic Guard 

5% 

1 Defense Etefneal 

•20 

Mdve Dtilance 

4 

Guard Slop 

10% 

1 Wesk w. Element 

£'20 

Attack Hangs 

1 

Resist Fait 

0 



pMttacks 

3 

Resist Dealli 

0 




APfURANCE LV W ATK MAG HfT AVD tDM RST IASI EKP OTH 


h%^bh 35 5B00 302 1B7 202 1S7 268 235 5700 3400 

' ' ' X‘ ' ' 




BqsIc &u(]Fd 


AtInA Inage 


Geiiil fme 


^Artadi 


ELITE MERCENARY 
SWORDSWOMAN 


I® 


class 

SwordswartMin 

Fvostoa Fewer 

0 

1 Attock Bentenl 

Hone 

Move Type 

WMk 

Basic Gyard 

5% 

1 Detertse Ekment 

• 20 

Move D^rHice 

4 

! Guard Step 

10% 

1 Weak vs. Ejetneat 

£20 

AtHick Rarifie 

t 

Resist Foie 

0 



^Attacks 

3 

Resist Oflcrii | 

0 




^007-003 


IV HP ATK RUG HU AVD RDM R5T RA5E EXP QTH 


I 37 I 6100 I 371 I 207 | 2m \ 207 | 244^ie3 f ^360 ] 11250 


ELITE CRELL WARRIOR 


*;'91 


LV KP MK MAG HIT AVD 


APffARANCI LV 

HP 

ATK 

MAG 

HIT 

AVD 

RDM RST 

lASE GXP OTH 

|m03 1 37 


1 1 

1 207 1 293 1 












APPEADANCE LV HP ATA MAC HIT AVD RDM RST DAiEEXP OTH 




ELITE MERCENARY 
SORCERER 


Class 

Sar^terer 

Evasion Fewer 

E 

Wave Type 

Walk 

Bosk Guard 

5% 1 

Ueve Distonce 

3 

Girard Slop 

0 I 

Attack Range 

13 

Resist Faze 

0 

#Altacks 

1 

Resist Death 

J 

APPEARAMG 

LV HP 

ATK MAG 

HIT AVD 



251 1 356 1 252 235 


TiiiKK Esfflfin None 


Dsfon^ Elemefil 


Weak ii. Oefnenl w 20 


200 


1 


Vis' 




APPEARANCE LV HP 

ATK 

MAG 

HIT 

AVD 

RDM RST BASE EXP 

OTH 

{558,566,5014 02 34 | 6100 

1 1 

iia 1 

1 183 1 


321 217 1 mi 1 

NsoH 









OTH 


APPEARANCE LV HP ATK MAG HIT AVD RDM RST BASE EIP 


1 AHitk Elameitl Non e 

I Defense Element ‘v’ 

f Weak «■ Elefnefil # 


Warrior 


Evesiort Pcwer E 


Busk Ciiard 


020 


MeveTm 


Defflnu Element 


Mtive Dislance 


[jiHinlSlap 


Attack Rmp 


Faze 


^Aftocki 


Kadst Danth 




class 

Archer 

tvosiofi Power 

C 

1 Attack Betaeul 

Hane 

Mave Ty^ 

Wrdk 

Basic Guard 

5% 

1 Defeitse Element 

• 20 

Move DtiiarKO 

3 

Guord Slop- 

20% 

1 Weak Its. Ekemant 

£20 


kBsiit Fsie 


[katb 0 


3 


SSB,S66 

TO" 




wm. 




ifV'W i; 


Wove Type 


Move DishancE 


I Attack ^efneirl 


I OEieit^ Etefnenl 


I Weok '/s. EktTKnr 


Aireik ftwifle 


#A!liKb 


Evnosiort Power 
Bask irtiard 
[kfordSliy 

Resist Faze 


Wvrtar 


Ivdslon Fewer 


Bof ic Guivd 


fm 


tjuard Slop 


Move DHkuicB 


Anotk RnBse 


Resist Faie 


i^Atiadks 


Reskt OEotli 


u3iHer 


Attack BetohI 
DefeiGe HefieFil 
Weak vs. Elemeist 





























































































































































^ETHEREAL QUEEN 




Cbis 

Eilwreol Qwen 

Ewatm Power 

E 

1 Attfld flemeni 

Hoik 

Move Type 

Fly 

^esit OuiDiril 

5 % 


Bemefti 

# 508^30 

4 50 # 30 

050 

Mr&ve Dhtana 


GndrdSlop 

10 % 

Defemi 

Attpd Keagn 

13 

Resist Fpze 

X 



. BemeFrl 

#10 

^Attacks 

3 ^ 

Rostsi Dearb 

X 

Weoksn 

APPEARANCE 

LV 

HP 

ATX 

AAAG 

HIT 

AVD 

ROM 

RST 

BASE EXP 

OTH 

SGI 9-01 

28 

4796 

268 

378 

344 

307 

217 

1 257 

1000 

5000 

5019-02 

40 

23135 

843 

980 

867 

772 

714 

■ 700 

6000 

1000 

SGI 9-03 

4 B ; 

27583 

10 ^ 

! 1624 

1695 : 

1477 

1377 

i 1191 

12800 

1000 

SGI 9-04 

S 5 , 

39197 

2080 

2368 

2523 ^ 

2181 

2048 

1747 

20080 

400 

5019-05 

62 ' 

42 S 36 

2405 

2727 

3130 ' 

3140 

2398 

2795 

25000 

400 

SGI 9 -Dfi 

69 

66492 

2057 

3231 

3516 

3038 . 

2622 

3073 

35000 

400 

5 & 19-07 

74 

8485 Z 

3207 

3684 

3918 

3344 

2824 

3234 

25000 

400 

S& 19 .D 0 

6 D 

23790 Q 

5234 

6647 

5940 

4847 

3867 

3980 

30000 

480 

5 & 190 ? 


453326 

7)25 

9359 

8242 ' 

5759 

4543 

LiZiL^ 

35000 

400 ' 

Slmmmmm 

'^9 

920000 

9150 

\jm 

9 ^ 

4906 



20000 

4 ^' 


^In SGI 9-01, the number of attacks is 2. 



FATHER DEAREST 




[ijMhtjx 50 0 ml 


Class 

Wozrfer 

fraskm Power 

E 

AHack EkitKnl 


Movel^ 

Walk 

Onsir Giwfif 

30% 

Defense Etemenr | 

❖so 

Mave G'ryldnte 

4 

Guard Slop 

15% 

Weak vs. Elermnt 

#38 

Allad Ranp 

1 

Resist Faze 

99% 


^Attacks 


ResisJ Deotfi 

X 

APPEARANK 

LV HP 

ATK tHAG 

HIT AVO 

RDM RST 

ASEEXP OTH 

I SGI 1-04 51 19794 

^J71^^544 

1481 1358 

1457 1343 12800 600 | 



FAUXNEL (MAIN SCENARIO)^ 

1 X 1701 X 1 X 1 20 [ 501 X 1 




(loss 

Sorcerer 

EvBjjwi Fewer 

E 

1 Attack Elemenl 

Hone 

Mmvelyper 

Walk 

Bosk Guard 

5 % 

1 Defense Element 

❖so 

lAovi Distona 

3 

Guard Step 

8 

1 Weoik vs. Elentenl 

None 

Attnd Rwige 

13 

Resist Foia 

58 % 


it^Aflatks 

1 

R^isi Etearb 

X 

APPEARANCE 

LV HP 

ATK MAG 

HU AVD 

RDM RST 

ASE EXP OTH 

h 37 31 6500 

170 812 


356 1 389 12000 : 10000 I 



FAUXNEL (574) 




X U 0 U 30 50 


Sofcerer 


I Evasion Flower 


I Gosic Oiiand 


I Siwril 'Step 


llteFoii 


m 


I loss] Deolh 


APPURAHCE LV HI* ATK MAC HH AVD ItDNI RST AASIEIP OTH 


574 


i 6 l M 3 

■W 


1 AHoti tfemtnr Wwie 

^ flefetisE Elcmenft Nore 

1 Week VL Eiefflenl None 


[ 4 a I 5660 I m I 861 [ 343 [ 2 S^M 3 ^^ 4 ^M 00 ^ 1 [H]Q 


FIRE BAT 




Gust 

6 n 1 

Evasion Pewer 

0 

1 AniHk Element 

#10 

Mev 0 ||f|» 

% 

Goar Gvard 

5 % 

1 Defense Elemenl 

#10 

Hove Disrwite 

4 

Guard Slep 

10 % 

1 VVeak vl flemeni . 

3^10 

AiNKk Roie 

1-2 

Foie 

0 



#A|tfl)[b 

2 

Unstsl Deatli 

0 


APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST G 

AST EXP OTH 

Sl!, 52 !,i 29 , : „„ 

SCIMl " 

1 1 i 


78 85 2000 2500 



FLAMING DRAGON (EARTH) 


l«ifSX.*9A 


0 oUU X 


Cass 

Dragon 

E'rtisicin Power ' 

E 

Mcive Type 

Walk 

Bnsjc Guard , 

5 % 

Move O^wice 

3 

Guard Slop< 

10 % 

ARaf k Rule 

1-2 

ResisI Fine 

0 

f^Aflatlis 

3 

Resisi Demlb 

& 

APPEARANCE 

IV 

HP ATK MAG 

HIT AVD 


^43 

1 10515 1 1480 f 8 flS ] 576 | 651 | 


Attod Bemon 


Dcfeitse EkfienE 


Wfltik vs. Elemenft 


tllO 


#10 


1000 | 48 M 


FLAMING DRAGON (FIRE) 


Class 

Drogiwi' 

Evrwfon Power 

E 

ttevelTpe ; 

Wolk 

Bosk Guard 

5 % 

Move Dtslaore j 

3 

Guard SJop 

18 % 

Artflck. Range 

1-2 

fieshi foifi 

0 

#Attocks 

3 

Reset Deotli 

0 




Q 0 0 0 0 0 0 


«3(l 


[ 5 G ]?-04 


I Aitmk Eletn&nl 
1 Defense Bwhbiii 

n 


<>30 


APPEARANCE LV HP ATK MAG HIT AVD RDM RST BASE EXP QW 


\ 53 ] 13364 I ^^50 | 1 S 23 | 1?17 j \ 3 fiS 4 | 2046 [ ftODQ | 800 







APPEARANCE LV HP ATK MAG HIT AVD RDM ftST BASE EXP OTH 


S ,5H sot 4-01 

rr>T^: 


19 I 1300 [ 7 B 6 I 35 ^ | 252 | 235 [ IB 4 ] 125 | ?^0 | 2000 


15^ 2: 

TO 


?^0 2000 I 


FLYING SQUIRREL 




isisi t.r^X 


0 0 0 0 0 0 0 


dan 


)ilQveType 


Move DrsHifice 


ArtwkBaim 


#Alt«:ks 


1-2 


Evasion Posffir E 


CijcirdSlflp 


ItfishJ Fine 


lliosisl [koiitli 


#10 


APPEARANCE LV HP ATK HUG HIT AVD RDM RST BASE EXP OTH 


SOOfi-OS 

TO»!5 


F 


T 56 I 1242^12275 [ 1051 \ 4^1 [ USE | MID ] 3 S 00 


3S00 400 



FREYA (MAIN SCENARIO) 


I® 18t*:*V* 


X X X X h X X 


Class 

Giver of Life 

Evasion Power 

A 

MaveTyiie 

By 

losk Duard 

5% 

Move Ohlnme 

5 

Guard 5tep 

10% 

Aflodlt Rciivge 

1-2 

Resist foie 

X 

Attacks 

3 _ 

ResisF Oeotli 

X 

APPEARANCE 

LV HP 

ATK MAG 

HI? AVD 

FreYflEndtep 45 9^9999 


689 589 


I Altuk Elemeni 


I Defense BeinBnl 


I Weak n. Etement 


Oo 


#30 


loooolloo 


250 


























































































































































Cfess 

Giver of life 

Evraon Pbwei 

i 

1 AtiMk Eiemeitl 

NMie 

Mo-wTtps 

fly 

Bmk Guond 

5% 

1 Def^RK Elem«]l 

•50 

Mov« Oi^QiHis 

5 

GuaniStiip 

m 

1 Wedi vs. flenieiit 

[ None 

Atiarit Rangg 

1-2 

ResiEf Faie 

m 


#Athids 

a 


X 

APPEARANCE 

LV 

HP 

ATK 

MAG 

HTT 

AVD 

RDM 

RST 

BASE EXP 

OTH 

SGT7-01 

! 26 

44D0 

459 

354 

r 304' i 

270 

189 

301 

3000 

50110 

Sei7-02 

39 

18811 

1086 

934 

777 

743 

448 

660 

5000 

5000 

SGI 7.03 

: 46 

21582 

1577 

1425 

1505 

1437 

644 

766 j 

12000 

2500 

SG174M 

54 

316BB 

2068 

3915 

2232 

2130 

1839 

1342 

15000 

1000 

SG1705 

61 

35662 

2234 

2068 

2649 ’ 

2066 

2214 

2014 

18000 

\m 

SG1706 

68 

50172 

2617 

2898 

2834 

2464 

2477 

2485 

30000 

1800 

SG17-07 

74 

67228 

2?77 

32SS 

[3264 

3060 

2678 

2S0S 

22000 

\m 

5GT7-08 

10 

135041 

7904 

4181 

6026 , 

4500 

5013 

2923 

25000 

1080 

SGI70J 

8* 

260356 

8968 

4929 

7315 

7072 

5740 

3493 

30008 

1000 

SG1710 

98 

2^ 

mo 

4^ 

8685 

4212 

4^ 

3^ 

200^ 

1000^ 





FROLICKING FLORIST 


5d» 

Mandfoaoea 

' Erasion Pbwer 

h 

1 Atloclt Eiemenr 

HoflO 

MovgT^ 


Sit^u Oiwd 

SH 

1 IkleoHi Betnent 

• 20 ' 

Move OfSkHMe 

4 

Guard St(f 

m 

1 iMMlk vs. Ekmerrt 

• IQ 

AtiMlic Ronge 

|l 

Resiii fue 

0 


#*ltwb 


Reu^Oeotl] 



APflARWE IV HP ATK MAG HIT AVD RDM RST gASEUtP OTH 


& 


n \ 3 B 5521 7 m { 4408 j m \ tm \ j m 2 \ m 






FRUIT BAT 


Class 

Bat 

Tvosioii Pwr 

[ 

1 Attack CleiiHiiil 

^10 j 

Mevtlyiie 

Fir 

Bdsic Goaf d i 


1 PtelerEe Hentent 

^10 

H«ve 

4 

GvflrdSlap ' 

m 

1 Wed; n. Defoertt 

• id 

Atlndk Ruga 

1-2 

Resist Faze 

0 



4^1ladis 

3 

ResiH Death 

0 



APPEARANCE 

LV 

HP ATK MAG 

HIT A\m 

RDM RST 

ASE EXP OTH 



1 34602 1 5300 3035 | 



3WM^ 



GABRIEL CELESTE 


Class 

GoOriel Celeste 

Evdsiaa Powef 

E 

AHock Elemeot 

Nare 


FV 

Bosk Guord 

5K 


&50^50 
• 50 

Mave Dislaoie 

3 

GtiardSbip 

lOX 

□^enl 

Ancd 

13 

KeststEflze 

B!0% 

tftdk ¥s. Hememl 

|O40 

itUttocks 


Rssi^ Deodii 
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^50 

Move Drstaace 

3 

Guard Slop 

0 

1 

Weak VI Eletaeal 

Hoiie 

Attack RrHife 

1 

Resist Faze 

9956 

■ 


#Alla(ks 

3* 

Resist [l«a1i 

X 

APPEARANCE 

LV 

HP 

AIK 

MAG 

HIT 

AVD 



RST 

BASE EXP 

OTH 

SG03-01 i 

9 

454 

167 

44 

63 

44 

111 ; 

61 

1000 

HMD 

SG03-OZ 

38 

7757 

707 

357 

345 

276 

387 

594 

1000 

8000 

m03 1 

43 

22724 

1311 

586 

568 

464 

554 i 

941 

3000 

500 

SG03-O4 

48 

27163 

1750 

1153 

1317 

1059 

1587 

1245 

11000 ! 

200 

5G03 05 I 

54 

32096 

2016 

1328 

1472 

1524 

2084 i 

1893 

20000 

200 

SG03^O6 

63 

45154 

2592 

1825 

2125 

1709 

2311 

2235 

15000 ! 

200 

5G03-O7 

69 

45378 

2740 

2057 

2474 

2072 

2456 i 

2398 

20000 

200 

S0O3-O8 

75 

60537 

6600 

2865 

3295 

2325 

4159 

2820 

25000 

200 

SG03-O9 

81 

144320 

7929 

4350 

5136 

3579 

' S65D ! 

3279 

20000 

200 

560340^^ 

88 

226431 

B334 

434^ 

5240 

3620 

4559 


aSJ 

200 


*ln SG03-O i, the number of ottocks is 2. 


tfS 


0 0 0 0 0 0 0 


-y Hiim 



LANGREY {MAIN SCENARIO) 


« 1S» ! 


X 70 X X M5 U X 


CloH 

Sorcerer 

Erasiaa Power 

E 

1 Attack Elaoientt 

Nflae 

Mdve Type 

Walk 

Bersk Guard 

5?4 

1 Defense Elimirti 

<i^50#50 

Move Dhtance 

3 

GoordSlap 

8 

1 Weak n. Betnenl 

Nofie 

Attack Range ! 

1-3 

Resist fan 

m 


rfAhodfs 

1 

Rn^ Death 

X 

APPEARANCE 

IV HP 

ATK MAG 

NET AVD 

RDM RST E 

AStEXP OTH 

1554,561 : 45 12560 

1 298 1 1280 899 845 

406 i 431 ; 800DO 28000 | 


4000 400 


THJ 













































































































































































clem 

5or«cer 

Ptwer 

E 

1 Arrack ^Miem 

Hom 

MjvBTypft 

Walk 

Eask Guard 

5!i 

1 D^f«n^ Elsmeirl 

• 50 

Mdvi Eliilciiice 

3 

GiHnl5l{i{) 

0 

1 llVeak n. OemErl 

Ncn^ 

k\ad Rnip 

13 

R«ii1 faie 

X 


^^^Ariacks 


Rsist [katli 

X 

APPEARANCE 

tv 

HP 

AIK 

MAG 

HIT 

AVO 

RDM 

RST 

BASE EKP 

OIH 

5GD5-0I 

13 ; 

533 

T1D 

257 

131 1 

151 

121 

143 

1000 

1000 

SG05'02 

3^ 

B889 

350 

591 

449 

370 

305 

528 

1000 

12DD0 

5505-03 


18943 

713 

1365 

1057 

350 

506 

794 

2000 

1000 

S&OS-O^ 


S92AO 

]m 

1833 

1555 

1329 

1377 

1412 

lOOOO 

400 

5MS.Q5 

57 

3333Z 

1315 

2250 

2013 

1547 

1620 

16S0 

20000 

400 

SGOi-06 

53 

41353 

un 

2201 

2198 

1753 

1817 

2353 

20000 

400 

SG05-D7 

70 : 

5eia& 

1543 

: 2746 

3330 ' 

2650 

1754 

: 2406 

20000 

400 

5C05-0e 

76 

61182 

3334 

5950 

4620 

3984 

2795 , 

4235 

30000 

400 

5GD5-0? 

E2 

151784 

4715 

6935 

6550 

S535 

3735 

4354 

20000 

400 

5&051G 

89 

208791 

48^ 

9000 

5767 

5820 ; 

3994 

4820 

22000 

PT^ 

400 



A 

l□□D 

□ 




Cb» 

Swpril5IT10El 

Evinioi) Power 

E 

1 Atiad Efement 

Noue 

Movalyiie 

Walk 

8[£k Guard 

5% 

1 [kfeme Denieril 

• ioOlO 

Move Dbroufi 

4 

Guard Shfr 

m 

Im 

vt. Elennenft 

HaiK 

Altuk Itonte 

1 

Resist Foie 

0 





3 

ResiJi Oenli ■ 

0 




APffARAHa 

LV HP 

ATK MAG 

KIT AVD 

RDM 

RST 1 

lASr EKP OTH 

hswmol 


^0^^4H 

198 142 

138 


J0| 400 l 



LESSER AESIR WARRIOR 






lUU O OU 


Cass 

Warrior 

1 Evosioo PawM 

E 

1 Altuck ElefneuI 

riont 1 

Move Type 

Walk 

1 Bosk Guard 

5% 

1 Dfleise Eleriefif 

• loOvo 

Mave Dtslrmce 

3 

1 Guard Slop 

m 

1 Week v^. Ebmenfl 

NatKi 

AltDck^nge 

1 1 Resht Faze 

0 



#Atlads 

3 

1 Resist O^eark 




APPEARANCE 

LV 

HP ATK MAG 

HIT 

AVD 

RDM RSI 

ASE EXP OIH 


0 U U D 0 0 u 


2SB 


rfrr 


3?(» 


Class 

Mandra^ofu 

Evmioti Power 

E 

1 Atiodc Elemetifr 

[ None 

Move Type 

Walk 

Basic Guard 

5!^ 

1 OefflEiM Element 

•zo 

Move DblDtiKe 

4 

Guard Stof] 

m 

1 Weak vs. Element . 

1^10 

Attoefe Range 

1 

Reasi Faze 

0 



r^Allacks 

3 

Resisi Deolfi 

D 

APPFARAMCE 

IV HP 

ATK MAG 

HIT AVD 

RDM 

RST 

U^SEEXP OTH 

1501010 1 88 62792 

9243 4945 

7649 5175 

4155 4669 2SOOO | 400 [ 


LESSER VAMPIRE 




1 10 30 0 0 0 Ml 4« 


■ ECCen AEtfID AO<*LJEDEEC I ® 4 SS 4 



Class 

Vvnpire 

Evtsioa Powar 

E 

Allio<k Eleinejit 

• id 

Move Type 

% 

Oosit Guard 

n 

[lefaaso Elemenl 

• 25 

Move DisiorKe 

4 

Guard Slop 

m 

Weak vs. Ekmenr 


Atlsd Rflofle 1 

12 

Raslst Foie 

0 


^Altccki 

2 

fiesfel Diotli 

X 


APPEARANCE 

LV HP 

ATK MAG 

HU AVD 

RDM RST 

BASE EXP OTH 


7850 

-1 

312 1 

435 


£j 

□ 

23Z 

3900 

3500- 


LIESELOm 
(MAIN SCENARIO) 


Class 

Sorceress 

Evasion Power 

E 

1 AOnk Elernent 

None 

Move Type 

Wqik 

Bosic Gourd 

5% 

1 Delense Element 

|•50<r=5O 

Move Distance 

3 

Guard Stop 

0 

1 Weak vs., flanenl 

Hone 

Attack Rwflt 

1-3 

Eeshl Faze 

m 



#Altfliks 

1 1 EesHl Dentil 

X 



APPEARANCE 

LV 

HP ATK MAG 

HIT AVD 

RDM RST 8 

ASE EXP OTH 


1 ^5 I 3980 I m i 385 \ [ 1M j IS2 [ M \ UQO | J5000 


185 1^ 

vrs 


UOO ?5400 


CluE 

loiKer 

Evasiorr Pawer 

E 

1 Altock Element 

None 

Move Type 

Walk 

Basic Guard 

2% 

1 Defense Elernenl 

a^ioOiQ 

Move DijimKe 

3 

Guard Sloft 

m 

1 Weak vs. Etement 

Hone 

i^odc Rofl^t 

1-2 

Resisi Faze 

0 



^Attacks 

[3_ 

Resist Decrili 

0 



APPEARANCE 

TV HP 

ATK MAG 

HIT AVD 

RDM RST 

ASE EXP OTH 




192 41 




LIESELOHE (S74) 




rxioM M 

M 301 sol sol 


Circs 

Sorcerer 

EvosirHi Power 

E 

lAttack Oernenl 

Hone 

Movelypt 

Walk 

Bosic Guard 


1 OeFfose Ekment 

Hone 

Move Disronce 

3 

Guard Stop 

D 

Imok 

VS- Elemetrt 

Hone 

Altock Rogge 

1-3 

iResisI Faze 

20^i 

■ 



^Attacks 

1 

Besisi Oeotli 

11 

■ 



APPEARAHd 

IV HP 

ATK MAG 

HIT AVD 


RST 

lASE EXP ora 








n 




Class 1 

Sorceress 

Evasion Power 

E 

Altoik Element 

'v’lD 

Move Typ I 

Walk 

Bosk Guard 

S% 

Defense Eletneal 

0=25 

Move Dislimce | 

3 

GotprilSla^ 

D 

Weak vs^ Elemenl 

• 79 

Attack Raii|e I 

14 

Resist Fail 

D 



^Arracks | 

1 

Resisr Daelh 

0 

■ 

APPEARANCE 

IV 

HP 

ATK 

MAG 

HIT 

AVD 

RDM 

RST 

BASE EXP 

OTH 

SGI I'Ol, SGI 3-01, 
5G15-DI,5G1?431, 
SGVe-&l 

Li 


2S1 

355 

25Z 

□ 

! 125 

114 

708 

32fl 




- STTT" 



— -icy 


LIVING ARMOR’ 


[Xl^ 


0 0 0 a u 3« 0 


Class 

Jving At mor 

Evasioit Power 

F 

lAnack Heimnl 

Hone 

Move Type 

Walk 

Basic Guard 

30^6 

1 Delense Elemeinl 

Hone 

Move Orstonce 

5 

Guard Slop 

30^ 

1 Weak vs. Element 

Hone 

Attack Rniie 


Resist Faze ' 

D 


^Attach 


Resist Death 

X 

APPEARANCE 

IV 

HP 

ATK 

MAG 

HIT 

AVD 

RDM 

RST 

BASE EXP 

OTH 

522.525,532,536, 
S40.541.546, 
SG19'0l,SG&1-82 

E 

3400 

586 

121 

142 

1 

200 


□ 

4Baa 

4200 





—un - 



.T» ■ 




































































































































































































^.LIZARD KNIGHT 


0 0 50 h 60 




APPEARAMCI LV KP ATK MAO HIT AVD tDM RST BASl GXP OTH ■ APPEARANCE LV HP ATK MAO HIT AVO RDM RST RASE EXP QTH 


S53,S57,5GQ4 Q3 [ 35 | 5600 \ 7% | m \ 193 [ m j m \ 336 | 






:r* W ^ 


1 36769 I 5475 | 2m 1 3M5 [ 2075 j 3760 1 \m | 3SIW j 6Qfl 


3SIW i 6Qfl I 

?3?TO! 




LIZARD LORD 




Das^ 

lizofO Man 

Evoslon Pow«f 

E 

Alfiick £leiinei]l 

Hons 

Mmlype 1 

Walt 

BkIc Guard 

15^4 

Oelunse 

None 

Mftve OisJarate 

5 

Guard Shp 

m 

W«ls <ti. 

Hone 

Atladt Eaage 

1 

Rfsi&l Faie 

0 


i^^Anadts 

2 

[koHi 1 

0 

APRIARANCE 

IV HP 

ATK MAG 

HIT AVD 

RDM RST 

ASE EXP OTH 

|545,S4G,S64 23 3900 565 | 223 


260 i 276 1 5600 \ 2500 | 


.LIZARDMAN TARO 







Ckist 

ii7tfd Man 

Evmitifi PflwEj 

1 

AOndi Ekmeitt 

Hdfie 

MoveT^ 

m ; 

EosicGiiHiid 

155i 

DefersB Elemertf 

Nwie 

Move Dislunie 

5 

eiHrd Stop 

30% 

Weak TS. Oeiaefil 

Nuue: 

Arfucli Roigs 

1 

RosstFou 

0 



^Ariuckj 

3 

Kpsfst Deoili 

0 


I 35D1M 


RST lASEEXP OTH 


1554 j 1704 I iilTT 



LIZARD~MAN 



Lizard Man 

Evdsian Piwa 

f 

1 ^ock ElerfienI 

Nuns 

ttpiveljfpc 

m 

Bnic Guard 

15% 

1 Defurtu Eleifieni 

Nons 

Move' Dis.tan« 

S 

Gun nl: Slap 

30% 

1 Weak B, BeirHnt 

None 

Range 

\ 

Resist bit 

0 


^tlocks 

2 

8esisl Oeolfi 

0 


LIZARDMAN TIGER 


(K tst •: 

DDII^Dn 


Oms 

Lizard Mofl 

boaoir Power 

E 

Anadi ElenwnI' 

H[Nn 

MovelfiK 

WMk 

En^k Giiord 

15% 

Defense BeitKiir 

Hotte 

MoraflistuuM 

■5 

Guard Slog 

30% 

Weak Betnefii 

Rone 

Atiadctanfe 

1 

RtsHl Efue 

0 



^^Attacks 

3 

Reskf Ottrllt 

0 


LV HP MK MAO HIT AVD RDM RST BAST EXP OTH ■APPEARANCE LV HP ATH MAG HIT AVD 


RST BASE EXP OTH 


SIS, 521,528,531, 
SG14-D1 

m 


T 


2680 

400 

R 

H 

R 


nn 


3^ \ 3m \ [■■■■■■J 


m [ 51734 I %m ] 3265 | 5079 | 32&5 ] 5313 1 7979 ] 4800 


26H 




»0 600 



LOCKSWELL 


xx» ' 


l»l°l°Ulo 

mri 


APPEARANQ LV HP ATK MAG KIT AVD RDM RST BAST EXP OTH 





Saritier 

Evosiort Power | 

E 

Attudi BefiKf 1 

None 

Mofe Ifpi 1 

Wolk 

Bosk Guard 1 

5% 

Defense BenenI 

Non 

Move Distance 

3 

GoofdSlvf 

0 

TiAeok K. EleirKirl 

1 Nufie 

Attod Irapr 

13 

Eeskt Fuze 

0 

■ 


#AFtudt 

1 

Eeti^ Doth 

X 

APPEARANCE 

IV HP 

ATK MAO 

HIT AVD 


RST E 

ASE EXP OTH 



I 4? I l03^a I 1875 I 1271 [ IH3 { 1U2 \ U28 | lOH 1 




'^.LIZARDMAN ACE 

, Hi _- - 



S I 550 1^ 


lOZ 


75 M& I 56 1 1000 I 7000 


1000 I 7000 I 




0 0 0 0 20 0 0 



LOCKSWELL (S74) 


xxis! 

? /epx 

r^TiTTT 

X 1301 SO 1 SO 1 


Clus^ 

Dzurd Man 

Evcsion Power 

E 

1 Alud Element 

None 

MuYuT'irtie' 

Wdk 

Bosk Guard 

15% 

1 Ikfense Beuieni 

None 

Move [Nsiano 

5 

Guard Stop 

30% 

Iweuli 

. vs. EkitKot 

Hone 

AHarJc l-dige 

1 

Reski Faze 

0 

■ 



rl^Atlack^ 

3 

HfisisJ [Jeotli _: 

0 

■ 



APPIARANCE 

IV HP 

ATK MAG 

HIT AVD 


RST 

ASE EXP OTH 




Mst^osJ 


wolsoH 


Boss 

Soroerer 

Evoshu Power 

E 

Aftndt Bemefrt 

Hon 

Movolyiie 

Walk 

Susie Gnnrrf 

5% 

Defense Bemrtt 

Hone 

Move Dfstanre 

3 

Guard Stofi 

0 

Weak vv, Beirwnj 

None 

Altodftmga 

1*3 

Eesisl Fku 

20% 


^Altaks 

1 

Reusi Denlh 

X 

APPEARANCE 

LV HP 

ATK MAG 

HET AVD 

RDM RST 

ASE EXP OTH 

1S74 1 41 1 5660 

1 2S0 j 841 1 343 | 247 { 

276 1 243 1 3000 | 1O0O | 


CPV5 


Boss 

Lizard Man 

Evasion Power 

1 

Alfod Element 

Nuine 

MoveTitpe 

Wudt 

low Guard 

15% 

Defense Element 

None 

Move Distanfe ; 

5 

Guard Sloft 

30% . 

Weak vs. Ekiaent 

None 

Allittd luiige 

1 

1 lesist hit 

0 




3 

Heusf Deirtfi 

0 


LOSTEL^ 


APPEARANCE LV HP ATK MAG HH AVD RDM RST BASE EXP OTH 


sen 10 1 8^ 80252 1 0956 [1235 1 5070 | 2555 I 557B 2932 

' ju ' ' ' 


m 


ApUUtl |SG14-05 

I 600 1 IlHipifP 


X 1® ' -^X 


0 0 0 0 0 0 0 


doss 

OtiiDvl 

Evusion Power 

E 

1 Altutk Setneul 

None 

Move Type 

Ry 

Bosk Guard 

5% 

1 Defense Baneni 

• 20 

Move Diilloiice 

4 

Guard Slop 

10% 

IWbuIe vs. Element 

iC=|{) 

Ulork Rang* 

1-2 

flesMFmi 

0 



it^Artocks 1 

|3 

tiesisr Deuih ' 

0 



APPEARANCE 

IV HP 

ATK MAG 

HIT AVD 

RDM RST 

ASE EXP OTH 




2108 T320 


i 

§ 




V\3 

























































































































































MAJOR AESIR ARCHERESS ® * •'*** 


qooUooN 


Ardiereis 


Ifviwqii P 


I Bom liudril 


I &u«rilSiap 


I Attach BerienC : Hstw 


I Dgfcnu El&m&nl 


m 


I Weolt >fi. OefiKnt 




lilane 


MANDRAKE 




0 Q Q 


Oais 

Mamfriigord 

[Tflsion Power 

E ; 

1 Alhitk ^ernenl 

Mane 

Hcvsiype 

Wglk 

insic Gwrd 


1 Defflra Elwnsmt 

#20 

Miwe Di^nu 

4 

Guard 

i]0% 

fWeak n. Bemeril 

010 

Altflck Rqflf* 

1 

ResHikie 

0 


^Itiackj 

3 

EnistDwtti 

0 


APPfARANCE LV HP ATK MAG HIT AVD RDM AST BASEEAP DTH ■ AmARANCE LV HP ATK MAG un AVD RDM RST BAStEXP OTH 


r5GnJa.SGl74I2 1 3S 1 77S7 | i37 | 

1 257 ! 393 1 243 | 

[ 390 1 373 1 BOO j 1000 | 

r^-03 

44 

j 7346 

lOOB 

604 

660 

71? 

634 1 

5?4 

SDOQ 

320 1 


^\3 


SS03-O4 

U 

t B093 

1633 

ii^n 

1 1311 

1089 

1966 1 

r 1542 

6000 



pMTS 


Om 

laofflr 

Evasion Power 

£ 

1 AOwk Elflmgflt 

Nene 

ttffvg'TYpfi 

Walk 

Bosk GuanI 

3K 

1 Defease Element 

fl&lOOlO 

K6(nre Dktnnne 

3 

G4nrdSl9p 

m 

1 WHk vs, Eknienr 

Mane 

Attack Range 

1-2 

Resist Foie 

0 


#AttigCki 

3 

Resisi Dentil 

0 

APPEARANCE 

LV HP 

ATK mag 

HIT AVD 

RDM RST 

ASE EXP OTH 

|SG13-0?,SG19 02 | 34 6772 


|69^^2^ 

375 1 324 IDOO 1400 ] 


MIMETIC FLOWER 


flttii 
MdvbT)^ 
MoVB Pi^QFKC 


Mfldrcawg 


i ^vosioii P<wffir 

I Bnsii: Gitiiofj 

I EiinrJ Step 


m 


;«i8f« i'wi 


I AHwtt Ekmenr 




I Defense Elemefrt I^^D 

rW»kvs.Sefitenl ^30 


JAttofcks 


APPEARANCE LV HP ATK MAG HIT AVP ROM RST lASE EXP OTH 


K5D,S54 34 


I 6IM 1 600 


56S 2: 


22i I f 235 I 200 I 6800 


BQOO 



Serietess 

Evasion Ptjwer 

E 

Have Ty^ 

Walk 

Eosh Sfiard 

S% 

Move Dhtance 

3 

&i«rdSleii 

0 

Ahack Range 1 

13 

Resist Fate 

,0 


1 

Resist 0»lli 



AukIk E 


OlO 


Dei'erts* Elemeirt ^^*25 
vs. Benienl 


APPEARANCE LV HP ATK MAG HIT AVD RDM RST lASEEXP OTH 


sen 02: SSI 302, 
SSI 5^2, SSI 6 Q2, 
%}7m 


y94 


397 


m 


449 




373 


337 


S96 


1000 


1200 




MIREILLE 


« * ;*Ql 


Otes 

Swardsiaman 

Evasien Power 

R 

1 Alack Element 

Kane 

Movelypt 

m 

Bosk OiMird 

5^ 

1 Defense Elemeni 

Kene 

Hove Distnnue 

4 1 

Guard Skog 

lOK 

1 Wetfk fl, Ekment 

None 

Anadt Rsnge 

1 

Resist Faie 

20% 



^AKotks 

3 

Resist Death 

% 



APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RSr 

ASE EXP OTH 



1 659 247 1 345 | 347 


b^oJMo^ 




MAJOR AESIR 
I K SWORDSMAN 


Class 

Swordsmin ' 

Evoskm Power 

t 

MoveTyfie 

Waft 

Sflsif Gwirrf 

5% 

Move Oistooce 

4 

Guard Stop 

m 

Airock Ronga 

i 1 

Resist Foze 

0 

#6ltadcs 

3 

Resist Pnih 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

SG1WI2, a:i7-02, „ 

SG1HZ 




® AJS ■ 


AllQck Ekmfint Mone 


OefensB flanimnf 0 10 010 


Wfidk «. ElemEJit 


Cbss 

Mondragora 

Evoskfl Power 

E 

1 Ana ck Element 

Hone 

Move Type 

WaBt 

Basic Gtncd 

5% 

1 OefaiiM Element 

#20 

Ucrve Distcrce 

4 

GunnlSltiig 

10% 

1 Weak 1 ^. Eleinent 

030 

Attack Rpige 

1 

Reset faie 

0 



^Attacks 

•2 

Reskl Deolf] 

|D 


APPEARANCE 

IV HP 

AIK MAG 

HIT AVD 

RDM RST 

ASE EXP Qm 

SGI201 



145 1 05 2400 900 


Okes 

Worriof 


Evosion Fewer 

B 

1 Attack Bement 

Hm 

Move Type 

Walk 


OosN Gnard 

5% 

1 Etelense Qemefil 

Mm 

Mave DtstoiKe 

3 


Genrd Slop 

15% 

1 Wok vs. Elemem 

None 

Attack Imp 

1 


Resist Fqu 

20% 



/Attacks 

3 


Resist Decrtb ! 

t 



APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 

lASE EXP OTH 


l4^^7^ 


24B 149 







Clfls 

Grslern 

Evtcian POwei 

E 

Altotk Element 

None 

Move lip 

Walk 

Bosk Guard 

5% 

Defense Bernent 

None 

Move DislarKe j 

3 

EkmrdSteg 

10% 

Week vs. Bement 

None 

Attack RMee | 

12 

Resist faze 

0 




3 


)( 




AFPEARAta LV HP ATK MAG HIT AVD RDM RST SASEfXP OTH 


4] fl3Do S77 ns m 

’ ' ' A ' ' ' ' 



. IWWO i 7100 I 

WTO 


^USE-TAILED BAT 

□DDQDDn 

- »■’ ■ -. 



260 


■doss 

Bol 

EviEion Power 

E 

1 AJlDck Semeni 

-^10 

Move Type 

By 

Bask Gnard 

5% 

1 Defense Befnetii 

^10 

Move EfeJanre 

4 

Gcnrd 5lep 

10% 

1 Week vs. ElemenF 

#10 

Attack. RiQBgfr 

12 

ilesiQt Foire 

0 1 



kAittiks 


Resist Deotli 

0 


APPEARAHOE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 

USE EXP OTH 

1506 06 1 60 ^ 15102 

1656 1 1124 

M60^30^ 

1630 I 1319 29110 [ 400 1 


























































































































































MR. KATO 




CIOH 

WQrrkif 

1 Evt^jfHt Power 

E 

1 Uhifk Elanenl 

None 

Mdvel}^ 

Walk 

1 ftssic Guard 

0 

1 Oofense tiomefil 

Mone 

O^aiKe 

3 

1 Gnard Shfn 

0 

1 W«lt vs. Ekmcnt 

Mono 

Atidt Roiige 

1 1 Refill Faie 

m 




^Atlcidu 

3 

1 Resist Df alb 

0 




APPEARANCE 

LV 

HP ATK MAG 

HIT 

AVD RDM RST 

ASE EXP 

OTH 



7643] 1 1325 505 


505 1 962 465 

2DOO 





Cla» 

Rag ire 

Evasiut Power 

C 

1 AitiHk Eleineui 

liane 

MdveType 

Walk 

ftink Guard 


1 Defense Elemerl 

9^50 

Mdve DislQiHe 

5 

Guard Stop 

m 

1 Weak vs. Element 

None 

Attack Range 

1 [nom-dNigciital) 

Resist Faie 

m 




^Attncis 

3 

Resist Etoolb 

X 




APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

ROM 

H5T 

USE EXP OTH 

[■Hm 


175 117 1 1G3 l&S 

IG6 

^4^ 

34^|l50flH 


Odss 

borcer 

Evostoa Fewer 

E 

1 Acted flemeul 

Ncne 

Move 1i^ 

Wolk 

ftosic Guoril 


1 Defense Hemeul 

Ncne 

Move Ofstence 

3 

Guard Stof 

m 

1 Week vs. Ekmtnt 

Ngrw 

Ut«kfl)p)|« 

1^2 

ReshI Foii 

0 


#AllMb 

1 

Resist [toiitfi 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

ROM RST 

ASE EXP OTH 

l5]0 i 12 1 500 

1 1S6 1 121 1 141 1 1D3 1 

m BE 1 220 1 670 1 

-ETT3- 

“ 'ML|,(|J 




NOVICE ARTOLIAN 
.»L.M SORCERER 




Q 0 D D N Q UO 


Obs 

* Sorcerer 

tvBtou Fewer 

E 

Amid Eletiiem 

None 

Mcivel^ 

Welk 

ftosit Guorcl 

0 

Defense BemenC 

Hone 

Move Oisrence 

3 

Guard Stop 

0 

Week vs. Element 

None 

liiftHkRtiipi 

T‘3 

Resi^ Faze 

0 


#iMl[Hks 

:1 

Re^ [kotii 

0 


Ml BASEEXr OTH ■APPEARANCE LV HP ATK HUG HIT AVD RDM RST BASE EXP OTH 


I 2100 I low 




Boss 

Roge 

Evoswn Power 

C 

1 Attodk Eknneiif 

Hone 

Mavel^ 

Walk 

Gush Guaril' 

i% 

1 Delenst Ekmenl 

Houe 

Move Distunee 

5 

GwrdStep 

10% 

1 Weak VS- Elemenl 

Hofie 

Amid Rafie 

] (nan'diagonalf 

SesistfiHfl 

20% 


#Alto[ks 

3 

ReshtOeotfi 

X 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST f 

CASE EXP OTH 



615 247 

396 396 

214 1 243 1 8000 Mood 1 


Boss 

Vampire 

Evosiun Power 

E 

1 Attack Elomerst 

#20 

MaveTjfpe 

% 

Gesk Guard 

S% 

1 Defense Elenveot 

#20 

Move Drstanfe 

4 

GinrdStep 

10% 

1 Wink VI. FlnnsHtl 


Altofk Raise 

1-2 

Keskthne 

0 



^Altocks 

2 

Resist Oeoth 

1 




AfPEARANQ 

LV HP 

ATK MAG 

HIT AVD 

RDM 

RST f 

USE EXP OTH 


NOVICE ARTOLIAN 
SORCERESS 

QdQDQd^ 

_ 


Cldss 

Suriefoss 

Evosiun Power 

E 

1 

Atlack Elemeot 

Hone 

Mflvo Type 

Wolk 

Bosh Guard 

0 

1 

Defense Elemeol 

Hone 

Move Dhtancie 

3 

Goof d Step 

0 

1 

Weak vsv Ebninl 

Hofie 

AnodEoige 

1-3 

Geskr iFdie 

0 


^Attacks 

1 

Reshr Oeelh 

0 

APPEARANCE 

LV HP 

ATK MAG 

m AVD 


RDM RST E 

A^EXP OTH 

ISD4, SI 0,56044)1, 

[SGOS-DI ' 


h 1 M 

40 61 550 1 400 



NOVICE ARTOLIAN 
SWORDSMAN 

□□DDQDD 

_ 


^wofilsniDi 


Fvnsjap fzsm 


Eqsh G«uitirti 


Giwf J Sluji 


IssfctFore 


Eesff Deolh 


n 


m 




I 76 I 37058 I mi \ ^388 [ 3340 | 2388 ] mf \ 23JSTj^ 



NOBLE VAMPIRE 


(kii 


NigiveTffB 


Mofve DrstanEc 


Arrctk Itoiigfl 


#Wto(ki 


S53,SS4,SS?,SM, 
Sgl 2 02,5001 03 

1^ 


!■! 


fvcBlun P^wer 


Gosit Oinird' 


GiiiuJ Stop 


EKt^Fq-ifB 


Geusf O&dlh 


^0% 


35 t,m 




ATK 

MAG 

HIT 

AVD 

1211 1 

788 

428 

400 


c7^ 



APPEARANCE LV HP ATK MAG HH AVD RDM RfT KASFEXP DTH 


7 350 95 36 92 E 2E m 

' x 


i jOlKk Bitmanrt None 

^ OgfeiiM Etement Hone 

lWMkvi.flefflwH Hwe 

sa 40 sso }w 


NOVICE ARTOLIAN 

«ist' 

^SWORDSWOMAN 



Gflss 

Swordswaman 

Evosiun Power 

£ 

Move Type 

Wdik 

Gask Guard 

5% 

Move Dtslonce 1 

4 

Ginril Stop 

.10% 

Atiud Riage 

1 

Etskf Faze 

0 

^Artocks 

1 

GeskcOealb 

0 

APPEARANCE 

LV HP 

ATK MAG 

KIT AVD 



2]0 1 6S 1 GO 1 GO 



I 130 I 111 I IMP I 900 



NOVICE ARTOLIAN 
ARCHERESS 

;cr im X -.fmi 

DQDDOQKI 

Bbs 

Atdieresj 

Evasicm Fewer 

E 

Attack Eknvent 

Hone 

Movel^ 

Wntk 

Gosic Guard 

5% 

Defense Bemettl 

Nnae 

Move DistflflM 

3 

OaofilStiif 

10% 

Weak vs. Elemenl 

Hone 

Altec k Rnii 

2-4 

EeskcFttze 

0 


^Atlads 

2 

Rnsist Etoacb 

0 

APPEARANCE 

LV HP 

ATK MAG 

f/n AVD 

RDM RST 

ASi EXP OTH 

504.505. SG0441 8 380 



63 48 600 1 3SD 1 



1140 m 


NOVICE ARTOLIAN 
WARRIOR 


ixi*tj*;*«* 


0 0 0 U 0 0 0 


Ckss 

WorriDr 

Evasion Povmr 

E 

1 Attack BeiTunl 

Hone 

JAon^e’^ 

Walk 

Go^c GiHid 

5% 

1 Defense ElenKnl 

Hoik 

Move Distanix 

3 

Guonl Stop 

10% 

1 Weak vs. Element 

Hone 

AHodia^e 

1 

Resist Faze 

0 


^Attods 

1 

Resist Death 

0 


APPEARANCE EV HP ATK MAG HLT AVD RDM RST BASE EXP OTH 


SOS, 50ft, SI 0, 
5005^1 




2 

400 


MM 

63 


TOO 400 































































































































































NOVICE MERCENARY 
ARCHER - 


:CSi^ 


U 0 0 0 0 Q 0 


Ohs 

Afdisr 

Evoiien Puwer 

e: 


Wdk 

Bosk Gvcrd 

5X 

Mort Gtshmie 

3 

Guard Slop 

m 

AirtHkRgnti 

24 

lljKBi Fine 

0 

M<ki 

2 

RuieIO«{i|Ii 

0 

APPEAltAHCl 

LV HP 

AIK MAG 

HIT AVD 



1 126 1 n j 131 1 61 [ 


I Atlack Oeriweni: 


I Deiai^fi Efemunt 


I Wealt <fi.. Dfntenrt 






NOVICE MERCENARY 
ARCHERESS 




0 D (»u Q 0 a 


Cli»s 

Adwress 

EviKioii' Fewer 

E 

1 Alfuck El«nefil 

Xoufi 

Move Type 

Wdk 

Oosic Giit?!l 

556 

1 Oelense Bemeni 

dFio 

Move OisiwiEe 

3 

Guard 5le| 

10% 

1 V/Buk vs. Element . 

^10 

Aiiocklginiie 

24 

Haiil foie 

0 


#AtlD[b 

2 

Resist Oflotb i 

0 

APPEARANCE 

LV HP 

ATX MAG 

HIT AVD 

ROM RSI 

lASE EXP DTH 

1317 1 14 1 000 

1190 ] «Z 1 91 1 61 1 

60 125 1 2000 1 11(10 1 



NOVICE MERCENARY 
LANCER 


Onis 

Launf 

Evoshu Pffluer 

E 

Aftock Bemai 

Roih 

Mqv«T]!P 

Walk 

Bnk Guard 

3\. ’ 

Defense Eleineitl 

90^10 

Mavu Oi^aiKe 

3 

(fiiaidStop 

lOX 

Wsdt w. Beuwni 

a^25 

AliukXiinee 

1.2 

Resist Fnis 

0 


^AflKb 

1 

R^sl Dentil. 

0 

APPEARANCE 

IV HP 

ATK MAG 

HIT AVD 

RDM RST 

ASIEXP OTH 



H I m I m I m | ia> Mo3 | Tt? 


a 1 la 


135 


950 


NOVICE MERCENARY. ^ 
SORCERER ^ 


Cbss 

1 Soreisrsr 

Erasifin: Pewef 

E 

1 Alfwk Bemetil 

Nune 

Mflvelirti* 

^Wnik 

Rpsu Guard 

0 

1 EklietBe Bsnevii 

9 10 

Move OeXxKe 

3 

Guard Stofi j 

0 

1 Week vs. Oement 

as? ID 

Atlnd! Knags 

[13 

Resist Faie 

0 



#Attnd(S 

\l 1 Resist Elsoth 

0 




tPPEMANa LV HP ATK lAAG HIT AVD RDM RST BASE EXP GTH 







NOVICE MERCENARY 
SORCERESS 

CC ttst x 

OIQQIEIQiilHI 

. 


doss 

Swreress 

fvusjeu Piwsr 

E 


Walk 

Bask Guard 

0 i 

Move DisImHe 

3 

PuurdSlop 

0 

AJtnikiiiqa 

1-3 

Resist Fnie 

0 


' 

le^t Death ^ 

Q 

APPEARANCE 

IV HP 

ATK MAG 

HIT AVD 

515,S0[I7KI1, 

SGDWII ° 

1 i 

289 106 




NOVICE MERCENARY 
WARRIORS " 




No 0 0 0 0 


Closs 

Worrior 

Evasiun Rower 

£ 

1 lUtoch Elemeat 

Xeue 


Wulk 

Bosk: Guurd 

5^ 

1 Defense Bemerrf 

^10 

Mpivi Distence 

3 

: Guard Stop 

10% 

1 Weak vs. Befnefil 

a^io 

Attudfoum# 

1 : 

Reskl FfHO 

0 

1 


^Ahecki 

i 

Resiisr OeOlfi 

0 

APPEARANCE 

LV HP 

ATI MAG 

HIT AVD 


RST 

lASE EXP OTH 

hU 515,516 1 11 5S0 

[ 172 1 39 1 38 1 36 1 

95 1 40 1 1130 1 630 1 


OCYPETE 






tkes 

Aelo 

Evostofi Fwr 

D 

Movelrpa 

% 

|c^ G jofd 

'sx 

Wflve DisJaRfe 

4 

GinrdStop 

10X 

/Utifkltinit 

2.3 

ifU^Toift 

\1 


APPfARAHCE 

LV 

RP 

ATK 


#25 


RST eXSfIXP OTH 


3360 i m I m 1 275 I 1^6 | 90 




ai3 


250^^80^ 




0 0 0 0 0 0 0 



OPINICUS 


«XSS 


I 50 50 u 50 0 80 






0 no 0 0 U 10 20 


l3o» 

Griffm 

EvEkir Power 

0 

1 

Atlodt Bement | 

Rone 

Move Type 

Fll 

Ittsit Guard 

5% 

1 

DflEetM fletiMfif 

9^30 

Move DefoiKfl 

4 

Guard Stop 

30% 

1 

Weak vsL Bem&ril , 

^30 

Attack ftoiige 

1-2 

KesisI Foie 

0 


#Altu€b 

3 

Keshl DtatEi 

X 

APPEARANO 

iv HP 

ATX MAG 

HIT AVD 


RDM RST 

ASE EXP DTN 

msHS61, 

SS11M3 " 

933 [ 45i 

298 1 302 

‘ 354 400 7100 15000 


PALE FLAME (DARK) 






Goss 

Flame 

EvudKi Power 

C 

1 Attack Ekment 

Hone 

Mwelype 


OssiL Guard 

5% 

1 Defense Elemetit 

• iOO 

Mnve OtimMe 

1 

GuerdSi^ 

0 

1 Week vs. Qemelll 

05Q 

AttHk Rofl^ 

u 

Resist Fsie 

X 


#All«S(s 

3 

Resisl Etooth I 

X 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 1 

lASEEXP OTH 

[370 , 41 1 1B00O 

1 lOOO 1 1200 1 630 1 594 | 

482 984 1 20000 1 1 DO 1 



PALE FLAME (EARTH) 


«xst 


30 50 50 X 50 X 80 


I EvQSIOn pE^WEf 


I 3{em Guard 


I Guard Sitp 


I Attock Yemeni 


I Oefeme Etemenl 


I Weak Eleoianit 


((one 


#104 


^50 


APPEARANCl IV HP AtK MAG HIT AVD RDM RST BASE EXP OTH 


41 I 10000 I 1000 [ 1200 I 630 | 5?4 


482 


984 I 2D(K10 






20000 100 



262 






















































































































































PALE FLAME (ICE) 




Class 

Flottue 

■ EvasiOfi Power ^ 

c 

1 Attack Ektttenr 

Hme 


Hv 

1 E^sic Gifi^rd 1 

n 

_ 1 Defense Efcrwut 

&I0Q 

Move 0i£lxiii« 

11 1 Girard 51 b{i 

0 

1 Wesk vs. ElEment 

050 

Attack Harp 

M 

1 R»iM FoLe 




fAlMcki 

3 

1 Resist Death 

* 




APPEARANCE 

LV 

HP ATK MAG 

HIT 

AVD RDM RST 

ASE EXP 

on 


1 41 

100401 looo noo 

1 630 

594 402 984 | 

20oaO 

loH 








: class 

Rogue 

EvAsioi Power 

E 

Attack flemonl 

Noike 

Move Ty[ra 

l^dk 

Rdsic Oaard 

5^ 

EleFeiisB Benem 

Mo(H 

Move Oistence 

5 

Deoiril Stop 

10% 

Week vs. Eletnoril 

I^Nant 

Attack Rorgs 

1 (noD'diogoniill 

I1««f foje 

0 


#Alt(icki 

1 

Isjist Oealh 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST B 

ASE EXP OTH 

[509,517 ! 18 1230 



135 150 25DD 1300 ] 


ChiH 

Flame 

1 Evasion Power 

C 

1 Attack Elofneiit 

Hone 

lAaveType 

^9 

1 Busk Guotd 

5% 

1 Gefarrse Beiaeio!i 


Move Orstorice 

11 1 Girard Stop 

0 

1 Weak vs. Element 

Il50 

Attack Sofige 

M 

1 Reiisr Faze 

X 



■'Attacks 

3 

1 Resist Denlh 

X 



APPEARANCE 

LV 

HP ATH MAG 

HIT 

AVD 

RDM RST 

ASE EXP DTK 


1 i\ \ locKX)) loco [ urn \ m 


£9^ 





I POLTERGEIST 




U 0 0 U U 0 0 


Class 

Ghost 

Evmion Power 

E 

1 Attack Elemecil 

^24 

FteveT^pi 

Fly 

ImGcjaid 

5% 

1 Defense Elemeitt 


Move Oistarce 

4 

Guarcl Stop 

to% 

1 Weok Vi. Elemenl 

OlO 

Attack llB^e 

1.2 

R«ki fm 

0 



^Alhraks 

5 

Resist Peolh 

X 




hG01O5,SSi0Q5 I 53 10159 13DB \m j 12B0 tOf? I I2i0 Hl5 50DD m I 

' ' ' JU ‘ ' ' 


Cbs 

VAirrior 

Evosipoi Power 

E 

Anuk Flemeal 

None 

Wove Type 

Wolk 

8ask Girard 

m 

Defease tie me nl 

|<?»30 

Move Disttrace 

4 

GliiKdStsp 

m 

Weak vs. Elemeni 

•lO 

AKMk Ranp 

1 

Rosist fiiifl 

m 


#AtitKks 

2 

Reset Oeolh 

■x 

APPEARAK« 

LV HP 

ATK MAG 

HIT ' AVD 

RDM RST B 

ASE EXP OTH 


561101 


]J I 2900 I 313 I 1^ 213 ] 153 | 3D7 | 249 | 



IDDQ I 400 I 



Odss 

A'arrior 

EvosMin Powet 

E 

1 AnKk Eleifienl 

None 

HovaTusp* 

Widlk 

losk Guord 

30% 

1 DfEeftse Element 

030 

Move DtstoincB 

4 

Gaord SttHP 

15% 

1 Weak w. Element 

#30 

Atlack ItiMige 

1 

Resist Fme 

99% 

1 


^AtJocis 

3 

; Resist Dentil 

t 

APPEARAIKE 

LV HP 

ATK MAG 

HIT AVD 

E 

RST 

ASE EXP OTH 

[■■■■■^ 


2513 2264 

2171 1 1991 2136 | 1949 ZBIHIO 400 | 




0 0 0 0 D 0 0 



APPEARANCE LV KP ATK MAG KIT AVD KDM R5T eASIIXP OTH ■APPEARANCE LV HP ATK MAG HIT AVD RDM R5T lASEiXP OTH 




3500 320 5012-03.501903 

wimm looosor 


43 


9110 1233 


lOBtS 14SS 


654 


\m 


B50 


S41 




1023 345 


1439 


m 


976 


I3S0 


5000 


_j(M 

600 

m 



PHANTOM 


• ^*«9X 


0 0 u hi 0 0 0 


doss 

Glwst 

Evasion Rower 

E 

1 Atiotk Efement | 

<>20 

Wovely^ 

"£ 

Bosk Guard 

5% 

1 Defame Oemefit 

4'1(]#20 

FAiwe Dhlance 

4 

Guard Slfl|> 

m 

1 IITeuiL' uf FtemAfil 


Attack Riiflge 

1-2 

Resist Faie 

0 

hi 


c^Attacks 

3 

Resist Death 

X 

■ 



APPEARANCE 

IV HP 

ATK MAG 

HIT AVD RDM 

RST fi 

lASE EKP OTH 




1460 1 1376 

1331 









QUEENPIN 


I® tsg t.r^X 


Boss 

kague 

Etoaion Pewiir 

0 


Attuck Elemeal 

None 

MirveTypa 

Walk 

iosii Guord 

5% 


Defense ilemenl 

Narie 

Move Dislance 

5 

Guard Stop 

m 


Weak vs, Element 

Nane 

Attack Bongo 

1 (nondragcmol) 

Resist Foee 

0 



^^Attacks 

3 

Resist Death 

0 

APPEARANCE 

tv HP 

AIK MAG 

HIT AVD 


RDM 

RST B 

ASE EKP DTH 


555,558,56X566, 
5GH0? I 


bn 


m 






5*7 


173 


5800 3600 


^REALMSTALKER 
^^■(ANCEL LV23) 






ISD 50 50 X X 50 70 


doss 

Worlor 

Evosiar fNiwEr 


1 AtiQtk Element 

^50 

Wove type 

Wol 

Bn^r Girard 


1 Defense Elenoeitt 

01OO 

Moive Distona 

3 

GihtiI Stop 

20% 

1 Weak vs. Element 

Nflfie 

Attack Range 

1 

Resist iEaze 

X ! 

■ 


■XAttacki 

3 

Resist Defllh 



APflARAIKE LV H? ATK MAG KIT AVD RDM RST DA5IEMP OTH 


iW 


SSiZ^' 


I 3500 
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Ewisioit Ferwgf 


GdmeEfenttnt 


&uard Hop 


Resist Fdzs 






Erasiae Fewer 


Attack Hemenl 


Attiedc Ekment 


[tefense EWrert 


Wecik vs. Elemeivt 


^Atlcidcs 


REALMSTALKER 
(ANCEL LV40) 


REAIMSTALKER 
(EARNEST LV43) 


REALMSTALKER 
(AUGUSTE LV30) 


REALMSTALKER 


(FAUXNEL LV31) 


REALMSTALKER 


(FAUXNEL LV45) 


REALMSTALKER 


(HEUGOE LV30) 


Class 

Pugilist 

EfiisiiMi Fewer 

D 

MflveTyi» 

Walk 

Bask Guard 

5% 

^ve Distanee 

5 

Gaonl Slop 

m 

Ariadc Ramoe 

1 [nDn-diagoiwf] 

Resist Fqib 

K 

iWttBfks 

3 

Resist Ekatli 

X 

APPEARANa 

LV HP 

ATK MAG 

HIT AVD 

ivpppvH 





Ckss 

Scffterer 

Evesign fgwer 

i 

lAeveTypft 


Bosk Guard 

s% 

Mflve DiEloiife 

3 

GwrdSloii 

0 

Attnd Ruga 

13 

Rasist Fdje 

X 

^Attacks 

1 

Resist Death 

X 

APPEARAMCf 

tv HP 

ATA MAG 

HIT AVD 

[■pwmq 



4D1 307 


Class 

^wgrdsmnn 

Evasieti Fower 

B 

MoviiTviifl 

Walk 

Basic Guatd 

5% 

Mava [KstaiKB 

4 

Guard Stop 

2Q% 

Atlack Range 

1 

ResisI Faze 

t 

^Attacks ! 

'd _ 

Resit [katk i 

X 

APfEARAlfCI 

tv HP 

ATK MAG 

HIT AVD 

\%7 1 45 m 

^2I5jj7 



REALMSTALKER 


B 

(GWENDAL LV45) 

ElElBianE] 

m 


doss 

Lancer 

Evasian Pawer 

C 

Mave IVpe 

m 

Bask Guard 

^% 

Wove Distnnre 

3 

GoorilSiBp 

m 

Attack Range 

\-t 

Resit faze 

X 

#Attccks 

3 

Resit Death 

X 


Class 

Lancer 

Evflsion Power 

C 

Wove Typo 

Walk 

Bask Guard 

5% 

Move OistniKe 

3 

Uvard Slap 

m 

Attack RaPifle 

1-2 

Resist Faze 

K 

^Attacks 

3 

Resit Death 

X 

APPEAltAMCE 

LV HP 

AIR MAG 

HIT AVD 


1 43 1 7300 1 642 | 267 | 



Doss 

Fugilist 

Ivasfon Powet 

D 

1 Attack Element 

=C»50 

Move Type 

Walk 

Bosk Guard 

5% 

1 Defense Elemenl 

Oioo 

Move Distance 

5 

Guard 5fap 

m 

1 Wsok ¥5, Bement 

Kone 

Attack Rangt 

1 (nDO-dioganoj] 

Resist Faze 

X 


^Attacks 

3 

Resist Death 

X 

Ai^EARAHCE 

LV HP 

ATK MAG 

HIT AVD 

RDM fiST 

ASE EKP DTK 

hsi 1 30 1 4430 



225 1 2B7 1 4S00 | 63DD | 


Class 

Warriof 

Evasion Powr 

B 

1 Attack Eeinent 

^50 

MaveTypt. 

Walk 

Bcbic Guard 


1 Dalettse Bemient 

^IQO 1 

Meve Ditonce 

3 

Guard Slop 


1 Weak V5. Bumeat 

HotK 

Attack Rnip 

1 

Resist Foie 

X 



^Attacks 

3 

Resist Cteotlv 

X 



APPtARAtttI 

L¥ HP 

ATK MAG 

HH AVD 

RDM RST 

lASt EXP OTH 


^J0^35^ 






Oats 

Warrior 

Evasion Power 

fi 

1 Altack Saneat 

#50 

Movety^ 

Walk 

Baac Guard 


1 Defense Elemeat 

• lOO 

Move Distance 

3 

Gucr/dSlvp 

m 

Iweak 

vs. Becnent 

None 

Attack Raage: 

1 

Resist faze 

X 

■ 



■Attacks 

3 

Resit Deodi 

X 

■ 



APPEARANCE 

LV HP 

ATK MAG 

HfT AVD 


RST 

lASE EXP DTK 

l® 




240 


srajiMj 




J Attack Hemeni 

l^’SO 

J DaFeass Bemerct 

&100 

J Weak vs. Element 

Huite 



RDM 

RST 

ASf EXP OTH 

1 345 : 4S7 7DOO | I0C40 | 


Om 

ArcheiHS 

Evasion Power 

5 

AttiHk Element 

45D 

MoveTyps 

Walk 

Bosk Guard 


Defense Eleineal 

#100 

Move Distance 

3 

Guard Slop 

m 

Wnk us. BermnE 

Hone 

Attack Raitp 

24 

Resist Faze 

X 



Attacks 

3 

Resist Death 




APfEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RGT 

ASE EXP DTK 

|S27 32 5210 




5MM^ 


ttcrvu Typo 

Walk 

Bask Guard 

5^ 1 

Mave [Hstance 

3 

Guard Ship 

20^ 1 

Attack Ratige | 

12 

ResisI Faze 

j_ 1 


Ocfis 

Sorcerer 

i Evcisian Power 

£ 

Altuick Elanini 

• 50 

MaveTypt 

m 

Bosit Guard 

5,\ 

Defense Semenl 

• lOD 

Move Distance 

3 

Ducrrcl 5lep 

0 

Weok V5, Efcnwnt 

None 

Attack Rofige 

1-3 

Resit faze 

X 



?^Alta(ks 

1 1 Resit Death 

X 



APPEARANCE 

LV 

HP ATK MAG 

Hfl 

AVD RDM RST 

ASE EXP DtH 



7642 170 1 456 


201 1 IBB 150 



264 













































































































































































REALMSTALKER 
(LIESELOnE LV45) 



Class 

Sarcfiness 

EvosNin Power 

E 

M Atiadt E^ment 

#50 

Hove Type 

m 

Gasic Ginrd 


1 Oeferse Ekmenl 

#100 

Hove Dfstiuice 

3 

SiMidlJiBp 

0 

1 Weak vs. Element 

! None 

APeck itoftge 

1-3 

Besrst Fo 2 e 

X 



^Attndcs 

1 






REAUVISTALKER 
(NATALIA LV40) 




MdKlifpj 


Move DHtoiii{& 


Aliwk Batfls 


^Attodts 


Rogtie 


I Ewaon' Power 


WMk 


I IeeIe GlidjJ 


] (ndn-diogcrolt 


I Cyord Slat 


I A^odi 


I DeFeiee Ekmeirt 


2Q% 


I Weak Vi. Ebmemt 


^50 




kf?mhHa LV KP ATK MAG KIT AVD RDM RST BASI EXP OTH ■ APPEARANCi LV HP A?K MAG HIT m RDM RST BASE EXP OTH 





I I j ]32i I 401 [ 3fl7 I m I 4S7 [ im \ 1000Q 


32& I 4( 

Tte 


7000 I lOOOQ \ \m \ 


REALMSTALKER 
(LOCKSWELL LV33) 




i 501501501 K I )( 1501 70 1 


Ctass 

Sorter Bf 

Evosioft Power 

E 

Move Type 

Walk 

Basic Gdard 

5% 

Move [MsJnme 

3 

Guard Stop 

0 

Atlaric longe 

13 

' fteshl Faze 

X 

ii'Atiadis 

1 

tes^ Dea^ j 

X 

APPEARANCE 

IV HP 

ATK MAG 

HIT AVO 







REALMSTALKER 
riNATALIA LV45} 




50 50 50 m t 50 70 


I Altock flsfnofil 


I Element 


IW«ikvi.E 


MOO 





REALMSTALKER 
(MIREILLE LV40} 


Odh 

Swordswwnaa 

E'fliaan Power 

8 

Hove Type 

Walk 

Eesr Gunrd 

S% 

Move Oistonce 

4 

Ginrd Step 

m% 

Attock Ttoiie 

1 

Resist Ftiie 

X 

^Altotki 

3 

Resist Denlh 

X 

APPEARANa 

LV HP 

ATK MAG 

HIT AVD 

IMI 1 40 1 604* 

5^5 1 237 1 331 W 



Odss 

flogoe 

Fvmion Power 

c 

Move Type 

Wdk 

Bos« Gnord 

5% 

Move Diaanre 

5 

Gsnird Step 

m 

Attack Range 

1 (noiiwdingoael) 

Resist Foie 

X 

^Attorks 

3 

Resist Death 

X 

APPEARANCE 

LV HP 

ATK MAG 

NET AVD 


M^^303 

m 1 207 



1 Affwk SsTlMH 
M Pefenic El«weii1 

m 


-^50 


-^100 




W 


REALMSTALKER 
(PHtONA LV31] 


I Weak vs. Bement 


Ooss 

Wntrior 

Evosiian Ptwer 

ft 

Hovel^ 

WJk 

Bosic Guardi 

53S 

Move Distonce 

3 

Guard SJof 

20^ 

Allotk Rcitgt 

1 

Reiisl Faze 

X 

#AitlKki 

3 

Resisl Oeoth 

X 


I 5«00 I 8500 1 [522 

Wto to 







ISi :.*9t 

m 


so U U 50 70 


^50 


DffeiHe Demcnit 


K. Elejngfll 


^100 


UT UUEXP OTH 



REALMSTALKER 
'{MIREILLE LV45) 




50 50 50 K K 50 70 


doss 

Swardswammi 

Evasion Power 

ft 

1 Aflark Eloment 

#S0 

Movel^ 

Walk 

Goitc Guard 

S% 

1 Oefense Flement 

#100 

Move DiitaiHe 

4 

Guard Slop 

m 

1 Week vs. Elemeol 

1 Hone 

Altadc Range 

1 

Resist Faie 

X 


rfAllQcfcs 

3 

Xjesisl Oeadi i 

X 

APPEARANCE 

LV HP 

ATK MAG 

KIT AVO 

RDM RST 8 

AST EXP OTH 

[557 45 a 174 

735 W 401 1 m , 

340 327 7000 lOQQQ \ 



REALMSTALKER 
[(PHIONA LV48) 




Class 

Warrior 

1 Evnantr Power 

6 

Have Type 

Walk 

1 Basic Guard 

5% 

Move Diilanoe 

3 

1 Guord Slop 

m 

Attack Range 

|l 1 Resist Foie 

X 

it^Attacb 

^ 

1 Resist Death 

X 

APPEARANCI 

LV 

HP ATK MAG 

HIT AVD 


^48 

10065 595 265 ’ 

391 265 



m 


2^5 


7S00 





REALMSTALKER 


l 50 50 50 X X 50 70 


Fkss 

Warriot 

Evasion Power 

8 

APock Qemeni 

^50 

Mrave Type 

Walk 

ftosic Guord 

5% 

GeFense Sement 

^180 

Move Dtslance 

3 

Guard Slop 

m 

Weak vs. Flemeol 

HaiK 

Aitock Ronge 

1 

Resist Faie 

X 


#Alt[Mki 

3 

Resist Death 

X 


APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM ftST 

ASE EXP OIK 




Mt:*. ^ REALMSTALKER ^ 

" ^REINHILDE LV30) 

OQIE]DDGlliEI 



(ksi 

Ardieresi 

EvOsian Power 

5 

1 Attack Ebmeni 

^50 

Hove Type 

Wdik 

Basic Guard 

5% 

1 Defetrse Element 


Move Distance 

4 

Guard; Stop 

M 

1 Weak vs. Elenrent 

None 

Attack Baii|e 

2-4 

Rmhl Faze 

X 


#A)t«ki 


Resist Denih 

X 

APPEARANCE 

LV HP 

ATK MAG 

KiT AVD 

RDM 

RST 

ASE EXP OTH 

520 1 30 4775 

m 1 162 


204 1 249 3500 3100 | 



REALMSTALKER 
(MISCHKA LV45} 


Class 

Worrwr 

EvQSHin Power 

ft 

f Attack Eknveist 

g&50 

Move Type 

Wulk 

Basic Guard 

5% 

10den» Elomeitl 

^IPD 

Move Distcriice 

3 

Goorrl^lap 

20% 

1 Weak vs. ElemenE 

None 

APotk Ronfe 

1 1 Resist Faze 

'x 



■^AllaiJts 

3 

1 kesht Death 

X 



APPFARANCE 

LV 

HP ATK MAG 

HIT 

AVD 

RDM RST i 

ASI EXP OTH 


. REALMSTALKER v 
^(REINHILDE LV45) 


540^^^ I 45 I ^52i I 1006 f 277 | 411 | 277 | 375 j 337 [ 5^00^ 0500 








50 50 50 X X 50 70 


Class 

Archeress 

EvesiDu Power 

5 

1 Atitick ileinent 

#50 

Hove Type 

Walk 

Basic Guard 

5% 

1 Debrrse Bement 

#100 

Have PHIUTKe 

4 

Guard SlUfi 

20% 

1 Weak Vi. Elememt 

Hooe 

ANock Range 

2-4 

Resist Faze 

X 



iWttflcks 

3 

Resist Death 




APPEARANa 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 

ASE EXP OTH 










U\3 
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Sflft&rKi 


Basic litiard 


WftvsType 


D&fense Elemeni 


Mdvb Dislance 


Ciwcd' S^op 


Atlidtoige 


Resist Faze 


Resist Deflih 


Evasion Power 


Alted flement 


Eklenu QHitem 


i^'AMatlis 


Ckbnse Dement 


Movie Tiffn 


Defense Ekmeprt 


^Atlpxis 


Defense Element 


In SG07-^1 , fhe nunnber of ottacks is 2, 


REALMSTALKER 


[(ROSEA LV45}^ 


REALMSTALKER 


(USHIO LV43) 


REALMSTALKER 


^ RINGO 


(VALMUR LV4S) 


REALMSTALKER 


(WYLFRED LV22) 


(MAIN SCENARIO) 


Class 

Rogire 

Evasion Fotvet 


1 Anack Oemeni 


MaveTyfie 

WplEc 

Basic Sypnd 

5% 

1 Debnse EkmcnF 

Hone 1 

Move DislQiKS 

5 

Gnard 'Slo^ 

m 

1 vs. Element 

Hone 7 

Atipcii Range 1 

1 (noiHjiagpnaf) 

Resisl Faze 

0 



^Atltiiits I 

2 

Resist Efepll) i 

0 



APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

am RST 

ASE EXP OTH 




21? 1 256 




Ooss 

Lancer 

Evasion Power 

C 

1 Atlotk Element 

Hone 

Move Type 

Walk 

Bosk Gtiprd 



! Element 

^50<l5O 

050 

Move DfSiaiKO 

3 

Guard Sliili 

m 

1 D<Ee&I^C 

AHack Rongi 

12 

Resist Faze 

50^ 

1 Weak vs, Element 

Hone 

i4=Allacks 

3^ 

Resist Dealli \ 

K 


APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM 

RST 

tASE EXP OTH 

|SS3..S4& 35 1 IDBQO 

1 1GI2 172 20« 1 EBB 


41? im 1 2DDoa i 


Class 

iizanl Man 

Evasion Power 

C 

Attack Element 

None 

Mtove Type 

Walk 

Basic Dcierd 

is^t 

Deferrse Berneirl 

None 

Move Distance 

5 

CcrordSttp 

30V 

Weak vs. Elemenf 

Nani 

Attack Range 

1 

Resist Faze 

0 

■ 



^^Altatks 

3 ; 

fiesisr Desifi 

0 

■ 



APFIARANCE 

LV HP 

ATK MAG 

m m tim 

iST 

M5f EIP OTH 



2400 1312 


1^5^ 

^35^ 

35M^Mj 


Class" ■ 

Hamster 

Evasion Power 

5 

lAcive Ty^ 

Wall 

Bosk Guard 

5V 

Have Distance 

4 

Gucrd Slop 

10V 

Attack Range 

!■? 

Resist Foie 

20V 

^'Attacks 

2 

Resist Dealh 

X 


Class 

Beetle 

Ewiion Powfif 

E 

Wave Type 

fly 

Bask Gtrard 

5\ 

Hkm Distance 

3 

Girartf 54 bp 

iOV 

Attack Rfnge 

1-2 

Resist Foze 

0 

^^Attacks 

i_1 

Resist Deotfi 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

laMm 


mi 1 1524 



Attack Elerrient 

il20 

Defense Ssnral 

4120 

Weak vs. Ekmecrt 

9 10 



RDM 

R5I 

A5E EKP DIH 

1 2514 T229 3600 320 | 


Class 


EvasicHi Power 

B 

1 Attack flermri 

#50 

Meve Type 

1 Walk 

BceIc Guard : 

5V 

1 EheEsnse Bemenl 

#100 

Mave [ttsinnce 

|4 

Guard Slofi 

2QV 

1 Weak vs. Ebement 

Hone 

Attack Range 

n 

Resisl Foie ! 

)( 



st'Atlacks 


Resist Deatk | 





Class 

Samcrrai 

Evosicjn Power 

A i 

1 AltcKk Elemenl 

#50 

lArtveType 

Walk 

Bask Guard 

5V 

1 Defense Elemeat 

#100 

Moore Distance 

5 

Gnard 54op 

20V 

1 Weak vs. Element 

Nane 

Attack Range 

1 

Resist Fpie 

X 




Resist Death 

{^^■1 


Move Type j 

Walk 

Basic Guari^ 

5V 1 

Move Distance i 

3 

Guard 5ta|} 

20V 1 

Attack Range 

2-4 

Resist Faze 

» 1 


Class 


Evoskm Power 

E 

Hovelnw 

fly 

Basic GiHrd 

5% 

Move Distance 

4 

Gctnrd 5tap 

m 

Attack Rknfle 

1-2 

Resist faze 

D 

#Att[Hks 

3 

Resist Deatlh 

0 

APPEARAIKE 

LV KP 

ATK MAG 

Kfl AVD 

|5GIO.OS 1 57 [ 14050 

1 1546 1 1027 1 

1 1604 1 1148 1 


GdPS 

Ariheress 

fvositHi Pcmr 

5 

1 Attack Element 

ftwie 

Move Type 

Wdk 

Basic Girard 

S% 

1 Defense Element 

Kane 

Move D^nce 

B 

Guard Stqi 

10% 

1 Weak vs. Element 

Kane 

Attack Roege 

24 

Resist Frni 

20% 




rAitcHks 

3 

Resist Dealt] 

X 




APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM 

RST 0 

ASE EXP OTH 



61B 247 




BOO^^tDO^ 











































































































































































ROIENBOURG 
(SERAPHIC GATE) 


(ks& 

lanccc 

Lraskin Pawef 

1 ' 

1 Atink EUm«n1 I 

Kane 1 

Movalypc 

M 

Boik Guard 

S% 

1 Oel&ose Demeitt i 

^50 1 

Mdvg OistvrK^ 

3 

Guard Stop 

0 

1 Weak VL Elemenl 1 

Rorve 1 

Altflck Rnp: 

1-2 

ile^lhiiie 

X 


iftUt'wkj 

3 

Resist Dnili 

X 

APPEARANCE 

LV 

m 

ATK 

MAG 

HIT 

AVD 

RDM 

RST 

BASE EXP 

OTH 

SC&7-01 

15 

1015 

217 

82 

132 

76 

181 ' 

207 

500 ! 

m 

SG07-02 

35 

10494 

724 

458 

412 

353 

388 

452 

m 

7580 

5007^03 

45 

20240 

13B6 1 

737 

673 

580 

632 i 

648 

4000 

800 

SG07-O4 

SO 

30723 

1900 : 

1450 

1797 

1335 

1611 

1142 

12000 

320 

SG07-05 

58 

38B36 

2052 

1575 

2958 

1804 

2176 

1715 

25000 

320 

miM 

64 

, 52104 

2553 

1798 

3164 

2350 

2396 

3538 

30000 

320 

SC07-07 

71 

61088 

2897 

2099 

3594 

2670 

252? 

2665 

18000 

320 

SCD7-0B 

77 

72741 

6104 

4184 

5173 

3117 

4084 

2417 

20000 

320 

500709 

83 

173873 

7808 i 

4783 

7083 

4350 

5649 

3140 

20000 

320 


89 

219984 

9296 

5820 

7487 

4380 

4631 

3380 

25000! 

320 


duis 

Sw«r«s 

E¥BS«n Pflvrer 

E 

lAHod^ecMi^! 


MoveT^H 

Walk 

Basic Guard | 

SJi 

M Defense Ekment J 

Hone 1 

Mava OklgiKe 

3 

Guard Stop 

0 

Im 

vs. Ekmenit 

None 1 

Allude Rtiage 

1‘3 

Rfsisi Fuze 

m 




#Atrad(s 

1 

ftfisisi Oentlr 

X 




APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

ROM 

RST 

ASE EXP OTH 



250 841 

343 297 

232 


BOMjlOOj 






SAND RAT 




dan 

Humstier 

EvosiDni Power 

5 


Ailuck Flemery 

None 

Mavtlip 

Walk 

Bosk Guard 

5% 


Dtfense Elernsri 

9i(Na^]N 

^aoo^ioo 

OiooSioo 

More Dfeinnee 

4 

Gnard Slofi 

m 


Ahotk Riflfle 

1.2 

Resist Faifi 

m 



Weak vs. Ekmem 

None 

^Attndfs 

2 

Resist [teatb 

t 


APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

ROM RST 

tASE EXP OTH 


mm 82 


W57 I 75^3 I ?]43 I 9999 | 4715 | 3700 | 999^ 




]43 99 

TO 



SCREAMING MIMI 


®isgx;*^' 


Oosj 


Mw&Typfe 


M(tvi EljslaMc 


AttodtJ 


#AhMks 

SGI 2% 


Wandrojora 


I E^ioit hfim 


I Bow Gtiard 


I G^trd Slop 


I Re^iM Fciie 


I E«wl Dsitti 


10 % 


412)0 


«F]0 


AfPWRAirCE LV HP ATK MAG m AVD RDM RST 8ASf £XP OTH 


I tS t 2&45Q I 23D9 | 1123 | 1834 [ 1SZ4 | 2205 2052 [ dPOO | 4D0 






SILVERSKIN FISH 


mi 


Ossi 

Rsli 

Evasion Power 


Attack Elemeot | 


Have Type 

fly 

Bosk Gsiord 

5% 

Defense Elomenr | 

'^28 

Nkrve DLstmee 

4 

GujordStep 

m 

Weak vs. fleoieat | 


Ailwk Rgufe 

1-2 

Resisl Foize 

0 


#Anu[ks 


P«sHl PeslTi 




APPEARAKO LV HP ATK MAG HIT AVD RDM RSI eASHXP OTH 


SG02-(tt, scorn 6C 19S04 19^0 1247 1940 1386 1421 1463 2000 200 

— m ' ' ■ 11 1 . 1 ^7 ' 



SKELETAL SOLDIER 





liinufl Amwr 

Evssfikin pQWEf 

E 

1 MSock flement | 

Kane 

MaveTriB 

Wolk 

Bosk Guard 

30^ 

1 Defense Bemenit | 

Hone 

Move OiistaiHO 

5 

Guard Skill 

m 

1 Weak flemeni j 

Hone 

Attack Rouge 

1 

Roskr Faze 

0 


rt^Attocks 

2 

R^ist Dealh 

X 

APPEARANQ 

LV HP 

ATN AAAG 

HIT AVD 

RDM RSI B 

ASE EXP OIH 

»S53,Si9,iM, ,, 

SM6-ra ''™ 



302 2B0 5800 5500 


SKULLFISH 




(bs 

fish 

Evasion Power 


1 Altwk Elemetift 

Hone 

MeveTfpe 

Ry 

Basic Fkiiird 

SS 

J Defense Element 

&10 

Have DislaiKe 

4 

Gniird Slap 

10% 

1 W«fc vs. Eknuni 

^P25 

Attack Range 

12 

Resist Fflie 

0 



^itAttiKks 

1 

Resist Death 

ii_ 







HP 

ATK 

MAG 

HJT 

Ri 


80 

rj 




120 104 


m 701] 


1#^, . 


^V^USOUL AFLAME 


:^OUL4 


Ciaa 

Ghost 

Emsiop Power 

E 

NWvelyge 


Bosk &rjfflcd 

5% 

Move Oistonce 

4 

Guard Slop 

10% 

Attock Rrugo 

1-2 

Resisl Fare 

D 

^Anorks 

3 

Reskl Death 

X 




® 18f ? *«»X 


0 J 0 I ^^1 Q I 0 I 0 I 
&ja 


APPf ARANCE LV HP ATK MAG KIT AVD RDM RST Ull EXP OTH 


500 ID 





I Ailwi Bamefft 

j PtifeTBC BetTBFlt 

■ 


^ 10 #20 


❖ lO 


1^02 I al^ I 1 5708 | 3SB9 T W | 4500 


4500 32D 1 

fTO© 


SOUL OF TEARS 


CC XSi ' .*^x 

□□□DDQOI 


Ckid 


I Evq9(mi Fjtwer 


I ftffiic GlwiI 


I Gkigrd Shm 


I ftedsj Faze 


10^ 


0 I 0 I 0 I )( I 0 J 0 

AHadc Benerl |tf2D 


Defertse Ekmetil 


^10# 20 


OlQ 


APfLARAHCE LV HP AIK MAG HIT AVD RDM RST BASLGIP OTH 


S57,561,SC1JM)t 
5GDA<03 

TOTO 


6120 794 


908 354 


'4 


292 435 


m 7000 


Class 

Girosi 

Evasian Power 

E 

1 Attack flenienl 

ff20 

Movelype 

Fly 

8<Ki( Guard 

5% 

1 Defense Bemenl 

^109 20 

Move 'Distance 

4 

Guard Slep 

10% 

1 Weak vs, Bemerat 

OlO 

Attack Range 

1-2 

Resist hize 

0 

- 


slacks i 

3 

Reisfst Denlh 

X 



APPEARANCE 

LV 

HP AIK MAG 

HIT AVD 

RDM RST 

ASE EXP OTH 



1 26938 1 3973 | 4355 5287 | 2572 | 

2620 2635 








^ECT^I^IGHT 

X XSf .* 

□Qonnn^ 

_ 


Class 1 

Uviog Armor 

Evesioa Power 

E 

1 AlfrHk Bennertt 

I None 

,iov«Tyg& i 

Walk 

8ask Guard 

m 

■ Offense Betnent 

Kane 

Move Distonfe 

5 

Girard Stop 

|3D% 

■ Weak 

: ysl Elemenit : 

Nane 

Attock Range 

1 

ResclFcrze 


n 



^Attacks 

3 

Resisi Deolh 

'x 

■ 



APPEARANCE 

LV HP 

ATK MAO 

HIT 

AVD 

ID 

RST 1 

lASE EXP OTH 


554. Sil, 500^3 [ 40 | 74DQ j 834 | 323 \ M | 339 j 413 | 321 | 


im 6900 













































































































































































^ ^- r 

SWEET FATHER O' MINE 

DEQQDQDEEl 



Goss 

Warrior 

Evnswn Pawer 

E 

1 

1 Attad ElefiHFil 

H[hk 

Mmelype 

Walk 

iasir Ckwril 

30% 

1 

1 Deffnst Qemiart 

❖ 30 

Mrwe DistiQEica 

4 

GiiKird Stap 

15% 

1 

^ Wfiok Vi. Eiitaend 

• 30 

Arrod RiOfi^ 

1 

Reshi'Firit 

99% 



3 

Reset 

X 





^Pf^ARANCE LV ATK MAG HIT AVD RDM RST BASE EXP OTH ■APPEARANCE LV HP ATK MAG HIT m RDM RST BASE EXP QTH 


S l-05 59 23^188 2467 \ 3322 2132 1955 2090 1983 I 2BQ00 60D 1 mm 

' ' ' 'k6:k^ 


60 I 2^0W I 1688 I 1574 | 1410 | IIB 


1302 1U2 


itJ\S 


UmbUbSU 


v;4JHOR (3RD LAP) 


OlES 

Nisveilype 

Hiwe Oiitjra 
AHack Roup 


Warrior 


EvmiMi Pawr 

Oasif G-twr8_ 

Guard Stop 

fiastil to 

RascI Owtti 


30^ 

10 % 


90% 


5G16-03 55 H35D 16D2 511 

' I — 

trr 


APPEARANCE LV HP ATK MAG HIT AVO 


875 [ 634 


I AflaA Benmnl 

I Dmfeni^ ^ lOO'^ZQ 

I W^k yi. Eleaieat 


m 



Goss 

Laroer 

Evasian Pawer 

E 

1 XltiKk Elemenl 

None 

MflvflTvpe 

Walk 

OoikGiHrd 

30% 

1 Defense Elenieni 

• lOCOSO 

Move DistonDO 

3 I 

GwrdSlvff 

10% 

llfeak K. Ekfltenl 

Nane 

Anod Rsiae 

U2 

Rii^ Faze 

95% 



i^ttnckj 

3 ; 

Reset Death 

X 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM 

RST 

ASE EXP GTH 

SOI 8-10 : 91 180520 

9199 1 5117 7925 4234 | 5305 3578 4100 480 





THOR (TOTH LAP) 




X 90 90 X 50 30 95 


Class 

Wojrier 

EvadHi Power 

E 

Mavel]^ 

Wdk 

Bkic Guard 

30% 

Move Diitonce 

3 

Guprd 5fo|! 

10% 

Attack flonge 

1 

teinl Faze 

95% 

^Annds 

3 

fteusl Oioftti 

X 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 



' 9033 3583 

5624 1 3487 


I Attatk fJernEiil 

I [>efeiBe Ebaefil 

1 WmE vs. Elcratii^ 




Hone 


4000 


tj\3 




Gy 


UBUME 


□ 


Goss 

Aello 

Evbswci Power 

0 

Movel^ 

% 

Ecid: Guard 

5% 

Move Distance 

4 

GiiwdSlVf 

10% 

AttadRflige 

1-3 

Reset fiiie 

0 

^Aftadi 

3 

Reset Oeritfi 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 



8645 1 5124 



■ 


1 Allixk Elemeal 

430 

(Offense Bemem 

420 

[ Weak vs. BBrnenl 

• lO 










ULL (2ND LAP) 


m 


Gass 

Aridier 


Evosian Pawisr 

D 

1 Afl«lc Qemenit 

None 

MovelVpf 

Wolk 


Basic Guard 

10% 

f Defense Etemfol 

• 30O5Q 

llbve Detanre 

3 


Guard Stop 

30% 

IWeokvs. Ekmenl 

• lO 

AttadloRge 

24 


Geiiist Faze 

X 




fIMttacks 

3 


Reset Deflf] 

90 




APPEARANCE 

LV HP 

ATK MAG 

HIT AVD R 

DM R5T 

ASE EXP DTH 


45 18700 




toJmoH 








Class 

Maadrag&ra 

Evasiori Power 

E 

Movel^ 

Walk 

Basic Guocd 

5% 

Move Detoace 

4 

Guard SMfi 

m 

Attack Rdiff 

1 

1 Resisl Faze 

0 

#AKMki 

2 

i Resisl Dentil 

D 

APPEARANCE 

LV HP 

ATK MAG 

m AVD 


1 24 3700 1 368 1 463 

145 265 


1 Attack Fleinenl 

Hone 

J Iklense Oernem 

• 20 

JWwk 

vs. Eleaient | 

• so ! 

RDM 

R5T 

lASEIXP DTH 





Goss 

living Arntof 

; EvDsiofi Power 

E 

1 Attad Element 

Hone 

Uavelyfifi 

Walk 

Rosii: Guard 

30% 

1 Oefonse Elemenfl 

Nolle 

Move Distance 

5 

Guard SUd^ 

30% 

1 Weak vs. Elenrenl 

None 

Attad Rtwgf 

1 

Resisl 

0 


^Attacks 

3 

Reset Oeatli 

0 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 8 

ASE EXP OTH 

I5G16-05 59 18576 

1783 1164 1434 1078 

2492 1 1690 3800 600 | 


26a 











































































































































































UNIT 01 


VAGRANT ARCHER 


Cbs 

livirg AriDflr 

Ewsieft Pwef 

E 


ARwk 

Nani 

MutvEiT^e 

^IL 

Edih CvDrd 

30% 


Dekme El^&nl 

Nam 

Mfive Dislifics 

5 

CinntSlop 

30% 


Wwk fl. 

Nans 

Altcck Rongs 

1 

Fozie 

0 


#iUliKki 

3 

D»i)h 

0 

APPIARANCE 

LV HP 

ATK MAG 

HIT AVD 


RDM RST 

ASE EXP OTH 

l5n0R-O6 1 k7 1 7)502 1 17B2 1 1094 1 

1 1364 [ 1154 1 

1933 1 1710 3800 | 600 | 




Ardwr 

Evasiofi Power 

E 

HevslyiB 

Wdk 

Saw Guard 


Move O^onci 

3 

Guard Slop 

5% 

AfhKk flange 

24 

Misl Foil 

0 

#AttDiis 

3 

ItcsisI Ekentli | 

0 


mo4 




mm, 




U0^7 


1533 


1841 


11141 


12SP 


14&I 


mi 






■ Altodi Btimefft 

I DefEiB& Ekrttfif 

Weak vs, Elanaid 






^25 



!2M 


1366 


ms 


133Q 


1623 


4286 


171D 


1490 


3622 


m 


2DDD 


4500 


280 


288 


Clffi.5 

Living Armor 

Evoslam Powor 

E 

1 Attack Bsimirt 

Hone 

MflifB Tifpe 

Walk 

SiEit Guard 

30% 

1 [kreiGi Ekmefit 

Hone 

Moyb Oitlaaca 

5 

GuondSttp 

30% 

1 W«l! Element 

Hone 

Ahsd Rengfl 

1 

fl«is1 Fore 

0 




3 

Oealh 

0 



APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

RDM RST E 

A5E EXP OTH 



1 2638 1393 1535 1075 




VAGRANT ARCHERESS 




« ISSi 5 ' 




Hass 

Uvicig Arniar 

['rasion Power 

E 

AJtwk BemeKH 

None 

MkKveType 

Virile 

taw Cvord 

30% 1 

Odense Elemml 

None 

Miwe Distarce 

5 

Guard Step 

m 

Weak. VS- Element 

Nane 

Attack 

1 

Resist Faze 

0 



#A]lKk{ 


fles^ Deelh 

0 




Ctes 

Ardieress 

EvKian POvref 

£ 

1 Ailotk ElemeM 

^0 

MffveT^ 

Mil 

Bask GtNird 

m 

] Defense Elemeat 

^75 

Move Distance 

3 

GinrdStii 

5% 

a HAeok K. IbmeflP 


Attodc Rni9! 

24 

Resist Foie 

0 






^Attacks 

3 

flesisr Dedh 

0 






APPEARANCt 


LV 

HP 

ATK 

MAG 

HIT 

AVD 

RDM 

RST 

8 

ASE EXP 

OTH 

.5G07-Q5 

56 ; 

13476 

1610 

1264 

1672 

1051 

1540 

, 1575 

30D0 

280 

S&04-06 

60 

15107 

1570 

1124 

1552 

1047 

1365 

j 1714 

3200 

380 

SG05-a7,SGl)7.D7, 

SSI 4-07 

67 

21746 

1915 

1370 

2060 

1526 

\m 

1495 

4200 

380 

SG0310,500410 
SG07.IO 

86 

53673 

9854 

4647 

7180 

3967 

4056 

4117 

4500 

780 


APPIARANCE LV HP ATK RflAG HIT AVD RDM NST BASE EXP DTH 


\mi 

mu 

S 


5C06-O3, SCI 34)9, 
SGI MIS 




Tn 

1 




74 

38607 

5575 

7105 

3355 

iU 






2105 


3$30 1905 


3800 






£ ^NtT\04 


Oass 

Living Armar 

Evosiofi Power | 

F 

MavaTfpe 

Walk 

Sasic Guard 

30% 

Meve Dislance 

5 

Guard Ship 

30% 

Attack flnngv 

1 

Resist Fare 

0 

^Attacks ! 

3 

Resist Dealhi 

0 

APPEARANCE 

LV HP 

ATM MAG 

HIT AVD 



^67^^222 



elms 

Rogue 

tvaaon Power 

0 

1 Attad Element 

#10#10 

Novell^ 

Walk 

Saw Guard 

30% 

1 Defense Efenwnt 

Hone 

Move Dfilonre 

5 

Guard Slop 

10% 

1 Weak vs. Bemeat 

Hdog 

AtiKk flnngB 

1 

Resist Faie 

0 



^Attods 

3 

Resist Denllt 

25% 

APPEARANa 

IV 

HP 

ATM 

MAG 

HIT 

AVD 

RDM 


RST 

I 

MLSE EXP 

OTH 

SGO7-04 

48 1 

8927 

1679 

1157 

1407 1 

1335 

1644 

1662 1 

5000 ! 

480 

SGI 2-05, SGI 9-05 

59 

15367 

1874 

1066 

1840 

1744 

1567 

1746 

4000 

480 ' 

5007-06 

63 ; 

11550 

1467 

1031 

1408 ! 

1336 

1315 

1581 

3500 : 

480 

5GO2-10,5GOS-10 

86 

56955 

8722 

4979 

7693 

7165 

3489 

4867 

4000 

480 




RST BASE EXP OTH 


2936 




45DD I ^ 




~m 


.VAGRANT LANCER 


v^\- 





tins 

Ghoifl 

Evasion Power 

E 

1 Altoclc Element 

None 

Move Type 

Fly 

Bask Gourd 

5% 

1 Odense Element 

•70 

Move OElaivce 

4 

GoardStO| 

10% 

1 Weak vs. Butiefil 


Attack flange 

1-2 

flesislFeze 

0 


^nds 

3 

Resist Death 

D 


APPEARAND 

LV HP 

ATK MAG 

HIT AVD 

RDM RST 8 

ASiEIP OTH 

1 SGI 74)4 50 1 12568 


1737 1500 2202 1788 | 3500 | 600 | 


CTtes 

Lancer 

Evasion Power 

E 

i Attod Etement < 

Hone 

MnveType 

Wdk 

Sesic Gourd 

20% 

f OeFense Element 

#25 

Wove Distoici 

3 

Guard Stop 

10% 

1 Weak vs, Banent ; 

Hone 

Attack flanp 

12 

flesht Faze 

0 






knocks 


Ite^ Death 

0 






APPEARANCE 


LV 

HP 

ATK 

MAG 

HIT 

AVD 

RDM 

RST 

1 

ASI EXP 

OTH 

SG07-05 

56 

14605 

1711 

^ 1153 1 

1672 

1074 

i 1727 : 

1365 1 

3000 1 

320 

50034)6 

60 

1775! 

1976 

1073 

1792 

1066 

1507 

1358 ' 

7800 ; 

320 

5G054)7 

69 

27537 

2354 

1310 ■ 

1970 1 

1177 

i 158? 

1322 1 

3800 ; 

320 

SG03438,5GO7-08 

74 : 

35136 

6691 

2308 

3540 

1996 

■ 3064 

1524 

4200 

320 




eTVj 


VAGRANT ROGUE 






0 0 0 0 0 0 0 


USHIO 


;® ISg ' -QX 


Ckss 

SumiiTCii 

Evosian Power 

D 

1 AOcKk Elemait 

None 

Muvilyps 

Wblh 

Bosk Guard 

5% 

1 Defense Elpmenl 

Ncne 

Uave Distance 

5 

Guard SlB]] 

5% 

1 Weed vs. Sement 

Nane 

Attach flange 

1 

Ftesisi Fflze 

20% 




i^Attads 

3 

Reyst Death 

X 




APPEARANCI 

LV HP 

ATK MAG 

HIT AVD 

RDM 

RST f 

AST EXP OTH 




299 1 296 

792 

^9^ 

(McJtoJ 




Boss 

ftogiH f 

Evmwfl PowM 

0 

rAttod Element 

Rune 

Move Type 

Walk 

8ayc Giiofd 

30% 

f Odense Element 

•io#io 

Move Distance 

S 

Guard Stop 

10% 

■ Weak vs. Element 

Hone 

Att«kRonfa 

1 

Ro^ Pme 

0 






#Altads 

3 

Resist Death 

25% 






APPEARANO 


LV 

HP 

ATK 

MAG 

HLT 

AVD 

RDM 

RST 

8 

4hSE EXP 

OTH 

S&(16-05 

55 

125SS 

2014 

1178 

1 2038 

1728 

1364 

1724 

' 4000 

i 480 

5G144)7 

71 

27401 ' 

1845 

1079 

1601 

8106 

260 

1267 

50CO 

480 

5GD2-08,5GOS-D8 

73 

30209 ■ 

5894 

2835 

4345 

3975 

7620 

2635 

4200 

4SD 

5602 !0,5G0a 10 

85 

54743 

8108 

491)8 

7579 

7050 ' 

3445 

4793 

[4200 

480 






































































































































































































































APfURAHCE LV HR AIK MAG Hn »D RDM RST RASE EXP OTH 


APPEARAKCE tV HP ATX HAG HIT AVt RDM RSt lASEnf OTH 


VAGRANT SORCERER 
(LAP 7) 




das 

.SfifCflner 

Evffiioii Pflfflr 

E 

Mou«1iip« 

'Wdk 

8fl5if GuHirj 

m 

Mo™ OkloiitE 

3 

Guard SKf 

D 

Anatk Roni^ 

1-3 

Raisi Tii£e 

0 

#Atimks 

1 

Rtasi Owitli 

D 

APPEARANCE 

LV HP 

ATK MAG 

HIT AVD 

1 SGflJO? 1 69 1 ^2164 

1045 2403 

2199 1039 




Attadk Ekmenf 

Hoiw 

Defectse EtenuRff 

• 25 

Weak vs. Elemtrrt 

NkMie 


VAGRANT 

SWORDSWOMAN 




m \ m I 


(loss 

SwdidsiviiHii 

EwisiDtl PeWBf 

E 

1 Attdc fleusent 

^0 1 

Mdv«Type 

Walk 

Basic Guard ! 

3£1\ 

1 DuleiGe Bemeat 

• 25 

Movg Wsiojsre 

4 

Ikard Slop 

5% 

1 Wesk vs. Elenoam 

N<hh I 

Atladi longe 

1 

Resist Fdjb 

D 

I 


#Altad(5 

3 

Resist Dfifltk | 

0 

APPEARANCE 

LV 

HP 

ATK 

MAG 

HIT 

AVP 



RST 

BASE EXP 

OTH 

mm 

pn 

9011 

1563 

1071 1 

1437 

1071 

17Q4 

ISIS 

2500 

240 

mu7 

67 1 

23892 

2226 

2142 : 

2574 

1942 

1272 

1619 

4000 

24D 

SG(mi9 


42897 

8050 

4479 

6265 

4479 

5343 

3S6S 

5000 

24Q 

SG07-10 

UJ 

63373 

8766 


6594 

4714 

46B^ 

4171 

4500 

24D 








Ooss 

Sorderer 

Evasion Pdwar 

1 

I Attodk Oement 

Kune 

Mavelfiie 

WdI 

Bosk Gutird 

m 

1 Offense Ete iremt 

• 25 

Move Dfstonci 

3 

Gourd Slop 

0 

1 IMeak vs. Ilemenl 

Nnne 

Altflickltanfe 

1-3 

Resist fflje 

0 


#6Jr[Kki 

1 

ResEtOecdfi 

ii_ 


APPEARANCE tV HP ATM lAAG HIT AVD RDM RSI BASE EJtf OTH 


SGO3-OiSGO5-D0, 

|SGO7-08 


I 400D 400 I 


r^iCVAGRANT SORCERESS 


1 

Class 

Sorceress 

EiimsiMi Power 

E 

1 Attack flenienl j 

Hchh 

Uovelype 

Walk 

Bosk Guard 

10% 

1 Delettse Ekment j 

025 

Muvu DfStarrie 

3 

Guard Slup 

0 

1 Weak vs. Ebmenrt | 

H«i« 

Alack Eoigie 

1-3 

Rtstsi Faze 

0 



^AHnrks 

1 

fteski Deatli 

0 




VAGRANT WARRIOR 


n 




S&03'04,SGOB-04 




S&0?‘D7 


SGAS-D9 


^BS6 


2Q479 


30252 


46925 


2520 


2500 


12S7 


4922 


3450 


2022 


20069 


5350 


3T50 


mn 


3300 


4100 


4000 


Class 

Warriof 

CMuyon Power 

E 

1 Attack Etement 

•o 

Mavalkipe 

Walk 

Basic Guard 

10% 

1 Defense Eleaierit 

«25 

Move Distance 

3 

GiurdSlop 

]5\ 

1 Weak vsl Elemeat 

Rone 

Attadt Ruiie 

1 

Resist Eflie 

H ! 



jWIttcdu 


APPEARANCE LV HP ATK MAG HIT AVD RDM RST BASEEKF m 


APPEARANCE LV HP ATK MAG HIT AVO ROM RST BASE EXP OTH 


SG0744. SG08.04 1 

4B 

7962 

1395 ! 

1713 

3329 

1029 

1344 

1962 

6800 

4DD 

SG03415.5G05O5 

55 

11199 

1675 

1857 

3862 

1442 

1298 : 

2210 

3800 

400 

5003A6.5G04416, 
5G074I6.5G084I6 

61 

15004 

1674 

1956 

1772 

1372 

1234 

2105 

3300 

400 

SC03O7, SG05-07 

68 

21109 

1942 

2599 

2327 

1S02 

1068 ; 

1919 

4200 

400 

5G07419,5008 09 

81 

39795 

^67^ 

7250 

6465 

5279 1 

420^ 

4336 

MOO 

400 




yAGRANT SORCERESS 
(LAPIO)"^ ^ 


VALKYRIE (SERAPHIC GATE) 




HP ATX MAG HIT AVD RDM RST BASE EXP OTH 






doss 

Chooser of the Skin 


Evasion Power 

C 

V Altock Eleiiient 

OlO 

UovelVpe 

WoJk 


Bask Suaid 

5% 

J Detense Eleniens 


Miffve Dfetnnde 

4 


Siwrd Slop 

30% 

1 Weak iir Bemeot 

None 

Attadc Rtiiaa 

1 


Reset Free 

X 


l^ltacks 

r 


Reset Oeolli 

X 

APPEARANCE 

LV 

HP 

ATK 

MAG 

HIT 

AVD 

RDM 

RST 

BASE EXP 

OTH 

SGllOl 

18 

: 2798 : 

305 

155 

216 : 

156 

259 

346 

2450 

lOOOO 

son 02 

37 

12021 

872 

634 

641 

553 

520 

569 

TO 

10800 

soil 03 

44 

21785 

1320 

909 

993 

854 

670 

780 

7000 : 

2000 

SSI 104 

51 

27378 

2110 

1733 

2049 

1755 

1821 

1466 

16000 

880 

SSI 1-05 

59 

32348 : 

2734 

2245 

2327 i 

2033 

2141 

1847 

25000 : 

880 

SSI 1 [16 

65 

54180 

2943 

2390 

2774 

2109 

2270 

2308 

32000 

880 

SSI 1-07 

72 

60980 ! 

31S0 

2615 

3098 ! 

2710 

2642 

; 2879 

28000 

880 

SSI 1'08 

78 

90855 

6497 

4923 

SSS5 

3275 

3723 

3955 

28000 

880 

SSI 1-09 

84 

2547451 

8624 

5879 

i 6750 1 

5100 

4550 

4008 

250DO 

880 

SSI 1-10 

91 

277029 

9647 

8472 


4362 

4040 

5305 

28000 

880 






So«er0f 


Ettcicti P&Krtu 


(hiani 


»PV8rn» 


Bow 


Mlave PistiafiDe 


WcyelffB 


Move tfahmti 


Attack ioBB* 


AtrcckRw^ 

it^Alhuk^ 


Dralh 


15404 


17831 


3D490 


203B 


6067 


2228 3307 




1125 


tiflgst OeoHi 


SGI 2-05 


SGO4-D6,SGO7-06 


SGO2-fll,SGO7 08 




Bafet Ffl» 


DeffiflM Fleffletn 


Weak ff. Bhti§i]I 


Alladc 


Demfiirf 


0e(aise Ekmimr 


^25 


Weak vs. flsmsnt 


Pnwef 

Sosie GoarJ 

Gtiard Slap 

Rflaa Fai& 


SGI 205 


SGOS4i6 


12962 


15754 


Atlodc EFemtnft 


Sworjgruio 


*ln SGI 1-01, the number of attacks is 2. 


270 








































































































































































































































S IhMiiiiri.iil 

K-r^ 


MM 


51 1 OieliMBc BbScfif 

lone 


2 

Guard SM(] 

15% [wwkn.flpnwt 

Xonfi 


U 

Itesisl Pme 



1 

3 

AesHtOfolti 





WHfTEFISH 


I Iflsk&ionl 


|CwifJS>9f 


I fieihf h&i 


I llnetD«<nfi 


m 


vnmm Vt MP ATI IUG hit AVG RDM R^T BASEEILF QW ■ AmARANCE LV HP ATR MAG HH AVD RDM fST USE EXP OTN 


I 41 I 590 I m \ W \ 395 i IQQ [ W \ 194 | BQOO | 1000 


boo^MooH 






Biinert 

|0]D 

RST 

USE EXP 

105^ 



20B 




VAMPIRE BAT V >1 WHO'S YOU R DADDY I« 1 » «Q ' 


I X 50 0 >nl 


Odss 

Brn 

Evosiofi Pw«r 

E 

Moviiypt 

Fly 

fidsic Guord 

S% 

Move OEtoiicE 

4 

Guard Slofi 

m 

AirsKk R«ip 

1-2 

tcMsI Faze 

D 

^^AHorks 

3 

Icsisi Deodi 

0 

APPEARAHCI 

tv HP 

ATI MAG 

HIT AVD 

ISGM-ll) n 1 *5237 

B67S 4?14 7607 3135 


Attock Bemnl 

^10 

Defence Eknienl 

^20 

Weak vs. Elenneirr 

#10 



RDM 

RST 

ASE EXP OTH 

4400 mi 4D00 400 | 




Oifis 

Wflniar 

Evosian Power 

E 

1 Atlaclt Element 

Rom 

MaveTyps 

Wal 

Easlc Guar* 

m 

1 OefesiSE Elemeirl 

OM 

Move Dislanfie 

4 

Gavd Stop 

m 

1 Weak vs. Benvetii 

• 30 

AtfackRlifip 

1 

fiesisr Eeze 

m 



i^Aitiwks 

3 

Eesisr Oenth 

i 

APPEARANCE 

tv IIP 

ATK MAG 

HIT AVD 

RDM 

RST B 

IASI EXP DTH 


I |;gg4M| mi I W3 I ^660 I 33^^ i M?5 | 42M | 15000 


573 46 

ik 




i BO 0 0 0 0 0 Q 


Class 

Vampae 

tvosiw Power 

1 

Move Tn» 

FIV 

Bosic Guard 

S% 

Move Oiftanti 

4 

Gurjrd Slop 

m 

Aitork Range 

1-2 

Resist Faze 

0 

^fAtladrs 

2 

Besisi Death 

X 

APPEARANCE 

IV HP 

ATI MAG 

HIT AVD 

l5G 10-09 

1 BS 1 57462 

1 6822 1 49D8 1 

1 6065 1 490B [ 


WILL-O'-THE-WISP 




0 0 0 X 0 0 « 


I Oeffifise El&mefil 


I Weak vs. tlemetil 


• 10 


OlO 


c7\5 


5DD0 800 hS0.S3^S3S.S44 
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